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ALICE 


Release the wild animal that lurks in your own primal 
past Drool as 3-0 fighters morph into raging halt- 
human beasts Maim, crush and devouryoureremies 


to unlock unique moves for both human and beast 
modes Break through interactive envi- wpggij 
ronments with your savage strength This HrI 
brutal fighting game is 100% animal tested 


PlayStation 
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Incredible Game Mechanics 

Encounter blue lutense that causes flotation, 
exploding platforms, swinging rings, bursting 
lava pits and homing proximity mines. 


PlayStation 
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SURVIVE. 



When you're busy leaping 
treacherous chasms and 
swinging across deadly pits, 
you don’t have time to 
contemplate life’s mysteries... 
After all, being a legendary 
jungle adventurer suddenly 
thrust into a mystical universe 
takes a toll on the psyche. 
Besides, you’ve already learned 
more than the meaning of Life... 
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Next Generation Adventure 

Swing past acid-filled pits, hurdle dissolving 
platforms, navigate around dangerous energy 
fields, and defeat morphing beasts. 


through 
son colony 
rge's Lair 


You’ve learned what it means to 
be one step from death. 




Cal) 1-800-850-1682 for information 
on how to get a free Pitfall 3D demo disc. 
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:'(news:> pl4 

RE2 rules, EA n Tiger. Clay Fighter bombs, Pac-Man revived, 
3D.0D0.0DD PSX’s. the PSX PDA, and Interplay in Canada... all 
in this month’s EXnews. 

:XECUte:> pIS 

Codes. Ahh, the smell of ’em is ripe in this issue. 

:XcESSDry:> p24 

Chris K. gives the latest hardware the big eyeball 

:Xclusive:> p28 

Exclusive leeks at everything THQ, plus new shots of Activision’s 
Vigilante 8 and Gran Turismo. 

pecting:> p3G 

If it’s hat cool, neat and nice, it’s here. 

:Xtreme:> p4D 

It's time tu play war... WarGames, from MEM Interactive. 

: rated:> p42 

Dn these pages, you’ll find games and scores and a few words 
with pictures. Nice. Real nice. 

:Xamine:> pB2 

The complete walkthrough for Resident Evil 2. It’s all here. 

:}part:> p78 

Bust-a-Move with funky disco gangstas, then play R-Type. 


E D 1 T O r R a I m A b L l i N g s 

Has it really been thirty days since the last issue? That old cliche, “time flies when you re having 
fun" really applies when it comes to spending your free time playing video games (which, in our 
case, is pretty much all the time). And, as time diligently marches on, it's the technology that 
is constantly on the move — sometimes advancing leaps and bounds in just a matter of months. 
You have to appreciate the unbelievable talents of the game development community to continually 
evolve and push the envelope when it comes to making great video games. Did you really 
think that Capcom could make a better Resident Evil when you first played it? How about 
Tomb Raider? Now. take a took at GEX, a game that gives Mario G4 a run for its money — I 
thought the PlayStation wasn’t supposed to be able to do games like this. The fact is, the 
limits of the machine are only hampered by the limits of the designers, programmers, artists 
and animators’ imaginations and abilities. While the folks at Sega might be waving the new 
hardware card, in an effart tQ take gamers minds off the Saturn, and Nintendo seems like 
they can only produce two to three quality games a year, Sony is concentrating on exploiting 
their hardware to the fullest, making a ton of great looking and playing games. 

So, the question is, can it get much better than this? My answer would be, "heck yeah!" Just 
you wait and see. I don’t mean to be the eternal optimist, but this year is already shaping up 
to be the best yet for PlayStation owners. Within the next few months, gamers will be playing 
unbelievable titles like Gran Turismo, Blasto, Tekken 3, NFL Blitz, Metal Gear Solid, Forsaken 
and Batman and Robin — to name a few. Don’t forget about the “gimme's" later on in the 
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year such as GameDay 99, the third installment of Crash Bandicoot, yet another Lara Croft 
Adventure and all of those games that we don't even know about (well, we know about some, 
but can’t tell you just yet). 

In other news, we've shoe-horned some good stuff into this issue. In our Examine section, you'll 
find a complete 18 page walk-through for Resident Evil 2 — written by none other than Zach 
Meston (who, incidentally, was the author of our official strategy guide for Resident Evil I). Amidst 
all of the news, reviews and previews, we’ve got the goods on Activision's funkadelyic Vigilante 
8 and even more info and screen-shots on the gaming event that will be Tekken 3 — come 
this April. BTW, if you're a little lonely or have some free time, be sure tn stop by and visit our 
website at www.psextreme.com, for ail that is PlayStation. Thanks for reading, see you in 30. 
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“YOU CAN'T HELP BUT G»- 
THE COMPLEX AND TWJi.. 
- ‘8 OUT OF IQ EGM 


“...I MIGHT GO AS FAR AS TO 
BRILLIANT!" - "4 OUT OF 5f <1 
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PAST MEETS PRESENT IN A 
ANCIENT SECRETS AND A 
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Dear PSExtreme, 


I’ve noticed that 99% of the printed 
letters in your magazine have 4 
sections. A: The suck-up introduction, 
B: The millions of questions, C: The 
retarded finish, and D: the fake name 
and address after the sincere! 

Like I said, 99% are like that and are 
printed and I’d be a j*ck-a&?% if I shot 
for the 1% and did my own little format. 
So here is my letter to you... 

(A) You, PSExtreme, not only have the 
most informative magazine on the 
market, hut also the most code filled 
and news filled magazine I’ve ever seen. 

(B) Question 1: Gould you please print 
codes for Duke Nukem, X-Com: UFO 
Defense, Courier Crisis, and a move list 
for Star Wars: Masters of Teras Kasi, 
all for PlayStation? 

Question 3: When is the expected release 
date for the Resident Evil movie? 
Question 3: Why is my “Monthly Issue” 
coming at the end of every month it’s 
supposed to he for? 

Question 4: Do you know why my dog 
always tries to jump over my leg hut 
can never make it??? 

(C) Well, that’s about my whole letter. 
I hope you answer my few, hut wise, 
questions, so I won’t have to harass my 
neighbor’s trashcans looking for these 
phenomenal answers. 


CD) Sincerely, 

Your friend and mine, 
The one and only, 
The Taco Supremo, 
The superspiftactical, 
Boherlicious, 
Bob Boberson, 
Bobville Ohibob 


P.S. beefcake, Beefcake, BEEFCAKE, 

BEEFCAKE 


What’s with all the beefcake? You one 
of them nancy boys? Anyway, your 
letter qualifies for printing, but just 
barely . You forgot E: cash and F: 
chicken references. 

Answer 1 : Already did. Check back 
issues. 

Answer 2: Sometime in ‘99. 

Answer 3: We’re the OTHER rogue ‘zine. 
Answer 4: Yes. 

Love ya, man. 


E 


Dear PSExtreme, 


Before I had a subscription to your 
magazine, I made many PlayStation 
game purchases based on the 
description written on the back, or how 
well the front cover looked (well, what 
do you expect from your only female 
subscriber), so you might imagine most 
of my early games sucked so badly that 
I had Molder and Sculley notify me that 
some aliens wanted a refund on the 
implanted tracking device in my nose. 
So I wanted to thank you for your 
magazine, it’s outstanding. I purchase 
only games you give a high rating and 
I’m pleased with them. Could you add 
a page that describes games from a 
year or two ago — most of them sell 
for $15 now and I’d like to know what 
you rated them — Black Dawn, Fox 
Hunt, Bubsy 3D... were any of these 
good? Are there any X-Files based 
games coming to the PlayStation? I 
thought PowerSlave was a very good 
game. I enjoyed the ending without 
assembling all parts of the transmitter. 
Most of all — is there or will there be 
a sequel? Also, feel free to send me 
all of the FREE demos you want. Oh, 
I almost forgot the most important 
question: is “Dave” the product of 
human/alien DNA experiments? 


Your Dungeon Queen, 

Tracy Wilson 

Augusta, GA 


Dear PSExtreme, 


I want to start off by saying that your 
magazine rules! The reviews are to the 
point and accurate. I also love your 
website. It is very convenient to go to 
your database and read a back review. 
Anyways, here are a couple of 
suggestions and some questions that 
have been bothering me. 


1 


About two months ago, I purchased 
Pinal Fantasy 7. Just recently, I heard 
that FMV is actually a virus and 
could destroy a game. With Final 
Fantasy 7 having a lot of FMV, will 
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Thanks for the kind words. We keep 
an archive of our past rating’s on our 
web page. (See the ad this issue). As 
for the “Dave” question, we can neither 
confirm nor deny. 


it eventually crash? If so, how long 
will it take? 

2. When Tekken 3 is shipped, will it 
come with a hardware add-on? 

SUGGESTIONS: 

1. More letters. 

2. List all the games that are analog 
compatible on one page. 

3. Separate your reviews into genres. 


Thank you, 

Ryan Paugh 

Tucson, AZ 


Thanks for the kind words. 

1. Hehehehehaaaaa. It’s not a virus, 
but there’s some truth to that in 
some odd, twisted way. 

2. Nope. 


To EXMAIL-ers, 


I think I somehow simultaneously 
laughed and got angry while reading 
Tim’s review of “FE Tactics” in the Jan 
‘98 issue. I can’t believe he said straight, 
no-nonsense ports of Japanese games 
aren’t good! Does he LIKE it when we 
get “Castlevania-X” voice acting (“Die, 
Monster.”) or Suikoden” box art or, 
horror of horrors, “Sonic CD” re-tooled 
music?? And why? Because people not 
unlike Tim said Americans would like 
it better! 

Please don’t take this letter as a 
PSExtreme-basher because I love this 
mag! It’s just that the Squaresofts and 
Konamis of the world may take Tim’s 
review to heart and decide to make 
MORE unneeded alterations to 
previously million-selling games. I looove 
this magazine, but just try not to say 
that all Americans are so vastly 
dissimilar to our nihonjin friends, okay 
Tim? 


Sincerely, 

Neil Johnson 


Tim says: Whoa there, Neil... I NEVER 
advocate making a game WORSE. It’s 
okay to take a bad or flawed game from 
Japan and make it better for the 
American market. It’s NOT okay to 
mangle a good Japanese game for the 
sake of “Americanizing." What I was 
trying to point out was that FFT needed 
fbdn’ before release in order to shove 
it up into the realm of GOLD, The 
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inability to escape from the tutorial, 
even if you’ve seen it before, is 
something I can’t imagine any red- 
blooded American 'would willingly subject 
themselves to. Perhaps the Japanese 
don’t mind? In this ease, I felt that 
Squaresoft’s arrogant unwillingness to 
alter the game outside the translation, 
hurt, more than helped. Those other 
games you pointed out were tragic 
examples of Americanizing by non¬ 
gamers. 

Dear PSExtreme, 

In your October issue, I saw an 
EXCLUSIVE story on Jersey Devil. It is 
going to be an EX CELLEN T game. Jersey 
Devil is the coolest character I’ve ever 
seen. 

I would like to know: 

1. You said you would review the 
product in the November issue and 
I looked in the magazine and didn’t 
see it. What happened? 

2. When will the game be released? 

3. What company will make the game? 

Concerned Videogamer, 

Jeremy Wilhite 

Jersey Devil was bought by Sony , who 
has decided to do some more work on 
the game, polishing it up and making 
it even better for you. They expect to 
release the game in late April or May. 

Dear PSExtreme, 

1 have a marketing question. 

Do the registration cards found in the 
video game manuals have anything 
to do with the sales statistics for that 
title? 

If those cards do, the sales statistics 
could be way off the mark for Treasures 
of the Deep! The copy I purchased had 
a registration card for Syndicate Wars 
in it. I crossed that out and wrote in 
Treasures of the Deep. There’s no telling 
how many copies to T.O.T.D. were 
shipped with the wrong registration 
card. 

I read, in Zach’s year end summary, 
about the disappointing sales of this 
title. It got good reviews everywhere 
I looked and it’s a good game. I just 
thought having the wrong registration 
cards might have something to do with 
it. 

Thanks! 

Michael Gibbons 

The registration cards have no bearing 
on the sales statistics. Those are based 
on what retailers report as sold. Thanks 
for pointing that out , though. 

Dear PSExtreme, 

I was wondering if you would put my 
picture in your magazine as “The biggest 


Resident Evil fan!” I put 
a lot of time and money 
into my suit and I would 
owe everybody at 
PSExtreme big time, and I 
would appreciate it. 

Thank you! 

David Luft 

Scottdale, PA 


Dear PSExtreme, 

At 33,1 was beginning to feel that an 
Adult shouldn’t be playing video games. 
After all, they were intended for a 
“younger” audience. Resigning myself 
to PC play, behind a desk, I thought, 
would be my lot in life. Then, I stumbled 
onto Blood Omen: Legacy of Kain with 
an M rating for the Sony PlayStation! 
Suddenly, I didn’t feel alone. The PS Bug 
hit me and I was off to buying every 
known magazine for the genre. I settled, 
after a thorough search for the best, 
with only one subscription in mind, 
PSExtreme. Thanks to All, for making 
it clear that there is an adult market 
for console gaming (Vol 3 Issue 4). 
Special thanks to SCEA for allowing 
Acclaim, Capcom 8e Squaresoft to retain 
the mature subject matter and not 
censor their works at the cost of altering 
the gaming experience. 

Question 1: Will anyone make a game 
that can be as tantalizing as their 
promotional advertising (e.g. Forsaken 
pg. 82-83 8e Dead or Alive pg. 84, March 
‘98). Obviously “it” sells the game, too. 
So how about including it IN the game 
— with the same level of advertising- 
taste used to promote it? I can’t help 
but think El I )OS Entertainment with its 
awesome game play, improved Laura 
Croft’s “image”, because pixels do sell...! 
Question 2: Whatever happened to IJbi 
Soft (Dayman) Entertainment? 
Question 3:1 saw a report that over 50+ 
Hospitals offer game console playing 
for patients (children 8e adults) as an 
alternative to watching TV. N64 
apparently is backing the project. Well, 
how about it Sony? 

One last note: Hats off to Capcom 
Entertainment for helping the Make-a- 
Wish Foundation in granting Joey of 
Ohio his wish come true! 

Young at heart 

M.W. Marshall 

1. We’ve been seeing a few examples 
of game content actually being more 
over-the-top than the advertising. 
Wait ’til you get an eyefull of Dead 
or Alive and an ear full of Grand 
Theft Auto. 


3. VBI Soft is currently developing more 
than a few 3rd and 4th quarter PS 
products — Dayman 3 being one of 
them. 

3. What about it Sony? 

Dear PSExtreme, 

I love my PlayStation, but can’t seem 
to find any games that I like anymore. 
First off, I am 68 years old. I got hooked 
first on the Super Nintendo games; 
mostly RPG’s & Adventure games. I 
received their Nintendo magazines and 
enjoyed them very much, but found it 
hard to understand some of the game 
talk like they do and you do. I realize 
all of you go more for kids, teens 8e 20- 
30 year olds, but I don’t believe you 
realize the older people who are really 
hooked on these games in the ages of 
50 &- up!! I know, ‘cause I know a lot 
of these people, Now, I wish when you 
write about games you would list next 
to the name, if it is a RPG-Adventure, 
etc. I like and love RPG-Adventures and 
not real bloody ones. On the PlayStation, 

I own: Beyond the Beyond, Final Fantasy 
VII — the best, King’s Field n, Suikoden, 
Vandal Hearts and Wild Arms. 

I was diagnosed with cancer at the end 
of 1996 and these games helped me 
through the day & got my mind off the 
cancer and there are many others who 
these games help. When you discuss 
different games, you never tell when 
they are coming out — what type of 
game it is (of course sports, etc., we 
realize what the game is). At the back 
of your magazine, PSExtreme Historical 
Ranking Chart — could you add next 
to each game if it is an Adventure-RPG, 
etc., after the title? Please could you 
maybe tell me some names of games 
that I like to play so I don’t buy real 
bloody ones? I sure would appreciate 
this. It also would be nice if you had an 
index and number all of your pages. I 
like your magazine, but you waste a lot 
of pages with 1 picture when more 
things could be written on games in 
more length. Thank you for reading my 
letter and I do hope I hear from you. 

Sincerely, 

Patricia Lowery 

We take eveiything you, and eveiyone, 
tell us to heart, and will continue to 
work hard to make all the 
improvements we can to the magazin e 
as we continue to grow. 

The type of games you, and many of 
our more mature readers, ertfoy, are 
bec oming more and more popular, so 
you’ll be seeing more of ’em. Be sure 
to grab Breath of Fire in in a couple 
months. 

Address all mail to: 

EXJVL4JX 

Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
e-mail: d.3@quake.net 



It doesn’t hurt to ask, but 
don’t everyone send pictures all at once, 
‘cause we can’t print ’em all, yuh 
know... just the best ones hke Mr. 
S.T.A.R.S. Team member here. 

































Depression hurts. Fighting Force and Tomb Raider II cam help 


'A 


SIGNS AND SYMPTOMS 

OF DEPRESSION 


- 

r 

t 

■ I 

__s 

Persistent sadness and or irritability* 

; 

i 

m \ 

Recurring thoughts of how much 


better life would be if you had 

t 

! 

r 

Fighting Force or Tomb Raider IL 

■ 

Statements such as, "I'm bad. 

t 

I'm stupid. No one likes me." 


When depression strikes, immediately seek the help of a 
trained professional at your local video game store. 
































Wiping secretions 





Research shows that the leading cause of depression 
among gamers is a noticeable lack of Eidos games. 

Fortunately, this deficiency can be treated both safely 

and effectively with games like Fighting Force 
or Tomb Raider II. But early intervention is crucial. Or else, 
it’s only a matter of time before they threaten to do something 
really stupid, like go to therapy. 
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INTERACTIVE 

You've been warned. 


www eidosinteractive.com 


TO RECEIVE PLAYING TIPS, CALL THE EIDOS HINT LINE (900)773-4367, Cose of call $0.9S/minute, Muse be 3 S years or have parents permission.Touch tone phone required 















RESIDENT EVIL 2 RULES THE 
ROOST 


In a less-than-shocking development, Resident 
Evil 2 is causing cash registers to spontaneously 
combust across the nation. Among the game 1 s 
financial achievements to date: 

• It’s the first PlayStation game to enter the 
Vidtrae rental charts (for the week ending 
February 1 st) since Pinal Fantasy VII, which 
was the only PlayStation game on the charts 
for all of 1997. 

• It sold 1.8 million copies in Japan on the day 
of its January 29th release. Final Fantasy 
VH took three days to hit the two million mark 
in Japan and two months to reach three 
million, records Resident Evil 2 should crush 
to a bloody pulp. 

• In the U.S., over 700,000 copies have been 
sold as of early February. Capcom burned 
through 60 percent of their initial shipment 
in the first week, making a cool $ 19 million. 

EA SPORTS AND TIGER 
WOODS: LOVEFEST '98 



EA Sports has pulled 
off the biggest sports- 
licensing coup in eons 
by landing a deal 
with 22-year-old golf 
superstar Tiger 
Woods, who 1 11 star in 
a PlayStation golf sim 
(tentative title: Tiger Woods and the PGA Tour) 
this summer. The company negotiated with 
Woods and Hike, which holds Woods' license, 
for over a year, and the four-year deal is said 
to guarantee Tiger $5 to $10 million (although 
EA declined to release official numbers). EA 
Sports announced that landing Woods was a 
" defining moment 11 in their history. Richard 
Hilleman of EA Sports: "Tiger is the ultimate 
competitor who wins with strength, charisma 
and creativity. He is the embodiment of the EA 
Sports brand and the new world of golf. He 
represents the second generation of co-designers 
for the EA Sports brand and brings a unique 
perspective as a life long customer of interactive 
entertainment." And what did Woods have to 
"say"? "I am thrilled to join the EA SPORTS 
team. I've played video games for many years. 
The chance to work in sports gaming and play 
a key role in the design of an interactive golf 
product will be an exciting challenge." EA Sports 
has historically been a secondary player in the 
golf genre, but Woods should shoot them straight 
to the top. 



CLAY FIGHTER SQUASHED 


While we usually hate to announce the death 
of anything with the word " Extreme 11 in it, this 
bit of news is nothing but good. Interplay has 
cancelled Clay Fighter Extreme, the PlayStation 
version of Clay Fighter 63 1/3, which has been 
unanimously hailed as the worst Nintendo 
64 game of aU time. Interplay claimed the reason 
for the cancellation is that they didn't want 
Extreme to be perceived by PlayStation owners 
as a mere port of 63 I / 3. Uh-huh, In yet more 
good news, Interplay Is considering a PlayStation 
version of the graphically violent PC racing 
game Carmageddon, in which you score points 
by smashing into pedestrians in creative ways. 
The game has already been banned in a couple 
of countries, so you KNOW it's good. 


for data transfer. Guess what: Sony of Japan 
has developed a PDA that can transfer data 
to and from the PlayStation. According to the 
company, the unit will be roughly the same size 
as the Tamagotchi 11 virtual pet" and have 
similar functions. The PDA will act somewhat 
like a PlayStation Memory* Card (makes sense) 
and has an LCD display, along with an infrared 
panel for communication with the PlayStation 
and/or other PDAs. One obvious potential use 
of the PlayStation PDA: transferring characters 
onto the PDA for on-the-road training and 
jacking them back into the PlayStation for big- 
screen enjoyment. The PlayStation PDA doesn't 
yet have a name, but it 1 s a clever way for Sony 
of Japan to move in on the market Nintendo 
has all to itself with the phenomenal Pocket 
Monsters series. 


PAC-MAN LIVES 


Nameo' s attempt to revive their most beloved 
franchise, Pac-Man: Ghost Zone, has been 
trapped in development hell for the past six 
months as the U.S.-based developers struggled 
to make a quality product. (The early version 
shown at the 1997 E3 was roundly panned, 
triggering a personnel shakeup in which 
practically all of the original development team 
was canned.) At last, Nameo has the project 
back in gear with a new squad, and is shooting 
for a late '98 release. 

30 MILLION AND COUNTING 


Sony announced that they 1 ve shipped 30 million 
PlayStations since the Japanese launch of the 
system in December 1994: 10.75 million units 
in North America, 10.65 million units in Japan 
and 8.6 million in Europe. (Keep in mind this 
is the number of systems shipped to retailers, 
not sold through to consumers.) Sony also 
claimed sales victory over the Big N this 
Christmas season. Sony's internal numbers 
added up to 3.8 million PlayStations sold in 
October, November and December, with over 
700,000 snapped up by wise purchasers during 
the Christmas week. Finally, Sony released 
some interesting demographic numbers: the 
average PlayStation owner is 22, over 50% are 
25 and up, and 90% of them are dudes. It's a 
PlayStation world, we just live in it. 

PLAYSTATION PDA 


The PDA, or Personal Digital Assistant, is one 
of the most prized of all nerd toys; these devices 
(such as the Palm Pilot, which has already sold 
over a million units) are essentially miniature 
computers that can be linked to desktop PCs 


INTERPLAY INVADES CANADA 

Towards the end of January, Interplay was kind 
of enough to fly us up to Vancouver, British 
Columbia, to show us the latest additions to the 
VR Sports line, VR Powerboat Racing and VR 
Baseball *99. And, as long as we were up there, 
Interplay decided to take us to the NHL All-Star 
Game, which was quite coincidentally in town 
that very same weekend. 

In between the Skills Competition, the Heroes 
of Hockey exhibition match and the All-Star 
game itself, we had the chance to meet with the 
head of Interplay’s VR Sports, Happy Keller, 
an ex-EA Sports guy from back in the day Happy 
explained his philosophy on sports video games, 
which boiled down to “Quality games versus 
same-old-thing franchises.” 

This ideal was most obvious in VR Baseball ‘99. 
After getting a bit hammered by the gamer 
community (except for PS Extreme, whose 
sports writers felt it was one of the most 
excellent baseball titles in recent memory) for 
‘97’s lack of flash, the VR Sports team has spent 
a good deal of time improving the look of the 
game, as well as re-tuning the detailed baseball 
sim engine running the stats portion of the 
game, 

VR Powerboat Racing occupies the other side 
of the sports game spectrum. Powerboat is 
Interplay’s first “action-sports” title, which 
covers a broad spectrum of non-traditional 
competitive activities. Powerboat lets you take 
the wheel of one of eight different high speed 
watercraft and jam through obstacle-laden lakes 
and rivers. Interestingly, the levels change 
as you race through them, providing subtle 
shifts in the course lay out. 

All in all, Interplay provided a comprehensive 
look at two of their upcoming games, excellent 
hospitality and an excellent day of hockey 
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Good for $10 off the purchase of NBA ShootOut 98 at Sears Funtronics Dept, regular purchase price. Valid 03/14/98 -05/31/98 only. Offer not 
good on layaway balances, gift certificates or credit card payments. Not redeemable for cash. Not valid with any other coupons or offers. Limit 
one coupon per transaction, one per customer. Void where prohibited by law. Cash value l/20c, © 1998 Sears, Roebuck and Co, 
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Sony Computer Entertainment logo is a trademark of Sony Corporation. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc, NBA Shoot Out is a trademark of NBA Properties, 
Inc. The NBA and individual NBA Team identifications used on or in this product are trademarks, copyrighted designs and other forms of intellectual property of NBA Properties, Inc. and the respective member Teams 
and may not be used, in whole or in part without the prior written consent of NBA Properties, Inc. © 1998 NBA Properties, Inc, All rights reserved. © 1998 Sony Computer Entertainment America Inc. 














































































































































































TOP 10 BEST SELLING PLAYSTATION TITLES 

RANKED ON UNIT SALES 
ANNUAL, 1997 


1 


fa sl month 


** 


i i 

jRp-fji *1 



Final Fantasy VII 


Sony 


average retail price 


S 51 



NFL GameDay 98 


Sony 


average retail price 


<36 



last month 


** 



Madden NFL 98 


EA 


average ■ 


eCail 


pace 


38 



lost month 


*8 



Crash Bandicoot 

Sony 

average retail price 



last month 


8 * 


NBA Live 98 


average retail price 


<42 




lost month 


** 


Tomb Raider 2 


EIDOS 


average retail price 


<50 



lost month 


** 



Crash Bandicoot 2 



average retail price 


<36 




lost month 





^ricA 



NASCAR 98 


EA 


average retail price 


<41 



Jel Moto 


Sony 


average retail price 


<30 



last month 


** 




last month 


** 


Twisted Metal 2 

Sony 


average retail price 


<43 



Source: NPD TRSTS Video Games Tracking Service • 9,100 outlets across the U.S. 

900 West Shore Road, Port Washington, NY 11050 

(516) 625 2294 The ratings reflected obove ore those of Dimension Publishing and do not represent the opinions 


Ranking based on entire year. 


of NPD TRSTS 
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r Tecmo 

^ research arm 

• stumbled 

discovery: the presence 
cyber monsters in oil CDs 

I >s^9bKKK //^-" : According to a source at 

■ T /,Ya / I • 

Tecmo, We were analyzing 

.. \ .. W CD technology when we 

j / came across some interesting 

/. coding imbedded in the 

inactive segment of a CD. 

lip:,: % T Initially we aeiieved this to 

be an isolated case, but 

I further investigation proved 

I this to be common among all 

||fe H CDs, regardless of their purpose. 

fPlIly :: % (1 Even music and PC CDs contain 

this 'genetic' coding." 

i |S Tecmo is uncertain of the original 

i|fif»k intention of these codes, but does confirm 

that they mirror human genetic coding, and that 
every CD produced contains a unique set. It is rumored 
that CD ma nufacturers nave conspired to imbed these hidden codes. An 
investigation is currently underway. 

W In order to facilitate further testing of the cyber creatures, Tecmo has developed a 
safe environment that can be reconstructed with the PlayStation™ console. The virtual 
environment allows the user to release these dormant 'cyber-monsters' into a controlled 
environment for testing. Insiders at Tecmo jokingly refer to the environment as the 'Monster 
Ranch,' and to themselves as 'Monster Ranchers.' The virtual environment has recently 
passed federal saftey guidelines, and will be available over-the-counter this fall. 

^ "We don't want to alarm the public, but we do recommend caution when using any 
\ CD," a Tecmo spokesperson warned. 




KID! TO ADULTS 


PlayStation 


Monster Rancher 11 * ©1997 Tecmo Ltd. TECMO® is a registered trademark of Tecmo, Inc. For additional information 
on this product, call 1 -900-771 -3772 for game rating information. PlayStation and the PlayStation logos are 
trademarks of Sony Computer Entertainment Inc. TECMO 19260 S. Van Ness Avenue, Torrance, CA 90501, 
Phone (310)737-2900 Fax (310) 737-3131. Visit Tecmo at www.tecmo.co.jp. 
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SEND US YOUR CODES 
AND WIN BIG PRIZES! 

Each month we’ll pick the best code 
sent in by our loyal and intelligent 
readers and send that person a brand 
spankin’ new copy of ASCII’s hot new 
Drivin’ Destruction game for the 
PlayStation, Felony 11-79 or, if 
fighting’s your thing, ASCII’s 
SpecializedStick (you decide). But wait! 
That’s not all: if you act now, we’ll also 
include ASCII’s super stylish ASCII 
Grip one-handed controller for the 
PlayStation, for your controlling 
pleasure, PLUS twelve (IS) free issues 
of the best, the first, monthly 
dedicated PlayStation magazine, 
PSExtreme, of course! Whoa! That’s a 
lot of cool stuff for just a code; what 
are you waiting for? 

WE HAVE A WINNER! 

Congratulations and thanks go to this 
month’s winner, Brett Hamilton of 
Hackensack, NJ. Brett was the first in 
the world to send us these editing 
cheats for Fifa. I’m sure you had fun 
using these babies. You’ve made 
millions of cheaters happy and the 
world is now a little bit better place to 
be. Who doesn’t like to create super- 
players? We love yuh, man. Thanks 
and congrats. 

FIFA: THWC 98 



INFINITE ATTRIBUTES: At the Player Edit 
screen, press LI, L2, X, SQUARE, X to give 
yourself unlimited attribute points. You can 
boost any and every stat to 99, 'cause 
you're crazy like that. 

EDIT RANKING: At the Club Transfer 
screen, press SQUARE, X, SQUARE, Lg, LI 
to edit the transfer fees and other stuff. 

CONTEST RULES: Anyone of any age can enter. The only people not 
eligible to win are employees of Dimension Publishing or ASCII Entertainment, 
their friends, family, pets and anyone they talk to or know of. Dimension Publishing 
reserves the right to make any and all decisions regarding the contest. One winner 
per month will be chosen, at Dimension Publishing's discretion, based on the code 
or trick supplied by the entrant. If you win but do not specify, in your code 
submission, which prize you want to receive (Felony 11-79 or an ASCII 
SpecializedStick), then we will choose for you. 


ys 



LEVEL CODES: 

Most of these will give you lots of lives as well 
as power-ups. 

SHARDS: 


j R 2 j 

’i L2 } 

I L1 i 

ft 2 ; 

; Ft 2 | 

I LI | 

1 L2 1 

{ ft 2 ; 


MONK RUSHMORE: 


MONKEY MAGE: 


DRIVY RUN: 


1970’S: 


SKULL MONKEY GATE: 


CASTLE: 


eh © eh ® © m 

Slia ED EH ® ED 

WORM GRAVEYARD: 


KLOGG: 


Code submitted by S.J. Nardozzi 

WCW Iff TRO 


R I B L 2 | R 2 


1 FM 


R2 


ft 1 





LI 


i*ira*a L2 
R2 


U> 


7 times, then press liU + SELEC 

Code submitted by Steven Creekpaum 

RUSH HOUR 






SECRET CARS: 

At the “Press Start" screen, press ♦, ♦, ♦, ©, 
SECRET TRACK: 

At the “Press Start” screen, press ©,♦,©, 


REVERSE CHAMPIONSHIP: _ 

At t he “P ress Start" screen, press ♦, ©, EH, 

<g) IW + 

SUPER CHAMPIONSHIP: 

At the “Press Start” scrren, press ♦, (■), 4, (§), 

Code submitted by Brian Elliott 

jet motc z 



GET ALL 48 CHARACTERS: 

(Use this code on the first 16 wrestlers, then 

do it on the next 16 to find the rest)._ 

At the character select screen , press ISI, 


ALL TRACKS: 

Use the following steps to enable all tracks, 
including the alternate tracks. 

Set master difficulty and five laps per race at 
the options screen. Press © on Li’l Dave at the 
player select screen, then go back to the title 
screen. Press 4, #, 4, + EE9, CD, IS, Bl 






































































Come to 

I E R 


SAGA 


FRONT 



T260G 





This is 

S a G a Frontier.™ 


A place where you will 
wander through vast palaces. 


Seek salvation in lush jungles. 
And shop in dark cities. 


SHINGROW PALACE 

Nothing’s as good as revenge. As 
Red, you’ll battle Black X, the man who 
killed your family. As Emelia, you ’ll enter 
the martial arts tournament to avenge 
the death of your lover. Just remember to 
stretch before strenuous activity. 



MANHATTAN 

The busiest shopping mall. And 
a prison. As Red, Manhattan is 
the beginning of the end of your 
quest. As Emelia, this is just the 
beginning of the beginning. 



K 0 0 R 0 N G 

It’s a dirty metropolis and a hotbed of crime. 
As Blue, this is where you set off on the quest 
to kill your twin brother. And as the robot 
T260G, your lost past forces you to ask such 
questions as: Who am I? What is my mission? 
And, where can I find a good mechanic? 



DEVIN 

“I see a shiny new gun in your 
future. ” Small stalls offer fortune¬ 
telling services. This is also where 
Blue and Emelia attain some wisdom 
on the Rune quest. 



You will hone your magical skills. 
Face malicious opponents. 


Meet exciting 


Lose yourself 


people and shoot, stab or put spells on them. 

* 

in breathtaking views as you run for your life 


No vacation would be complete without a prison break. 


And probably end up with a multiple 
personality disorder. 


Activities range from 


Unless you die, you 


music and sailing to killing your brother. 

m 

II have memories that will last forever. 


Because you haven’t achieved 

anything 


until you’ve lived the lives 

and completed the quests 


of 7 different people. 



FACINATURU 

You are Asellus. A transfusion of human 
and Mystic blood courses through your 
veins. This is where you’ve been resurrected, 
and thus begins your tragic wandering of 
conflicting passions. 


YORKLAND 

Serenity. Nature. A windmill.This is 
Yorkland, the birthplace of the musician 
Lute. But, as Riki, a millionaire gives 
you a ring. No, it’s not love. It’s one of 
the 8 legendary rings you need to save 
your decaying planet. 


NELSON HARBOR 

A military port hidden in a cave? 

Not the best place to get a tan, 
but it is where you get the best rates 
for converting gold to cash. 


PACK YOUR BAGS 

This is only a sampling of the places 
you ’ll go with us. And as you vie 
for glory, acceptance or just world 
salvation, you’ll surely be thinking, 
If only my friends could see me now. 



www.playstation.com 



T EEN 

rafcjCT PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc, ©1997, 1998 Square Co., Ltd. 
esrb A3I rights reserved, SquareSoft is a registered trademark of Square Co., Ltd. Saga Frontier is a trademark of Square Cd. T Ltd. 
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This is 


SaGa Frontier’ 


A place where you will 
wander through vast palaces. 


Seek salvation in lush jungles. 
And shop in dark cities. 


You will hone your magical skills. 
Face malicious opponents. 


And probably end up with a multiple 
personality disorder. 


Because you haven't achieved 

anything 


until you’ve lived the lives 

and completed the quests 


of 7 different people 


SHINGROW PALACE 


Nothing's as good as revenge. As 
Red, you'll battle Black X, the man who 
killed your family. As Etnelia, you’ll etna 
the martial arts tournament to avenge 
the death of your lover. Just remember to 
stretch before strenuous activity. 


pi 


1 ! 1 : - 


rf 3 ! 
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M e e 


Lose 


A c t i v i 
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FACINATURU 


You are Asellus. A transfusion of human 
and Mystic blood courses through your 
veins. This is where you’ve been resurrected 
and thus begins your tragic wandering of 
conflicting passions. 


]■ 





within four seconds at the title screen. You 


should hear a “ click/ching” here. Set amateur 
difficulty and turbos off at the options screen. 
Press © on Bobmer at the player select 
screen, then go back to the title screen. Press 
4, 4, 4, 4, 4, ♦, 4 within four seconds at 

the title screen. Set professional difficulty and 
turbos on at the options screen. Press R2, 


R1 ■ LI ■ L2 ■ R2 ■ R1 ■ LI ■ L2 


four seconds at the title screen. 


within 


RACE AS ENIGMA: 


Set master difficulty and 6 laps per race at 
the options screen. Press 4, ®, 4, ©, 4, ®, 



R 1 


within four seconds at the title 


screen. 

Code submitted by Derek Dixon 


SEX: ENTER T HE GECKO 



Puase the game and hold L2 or R2 while 
entering the cheat. Follow the legend for 
button-letter translation. 

Legend 

♦ on D-pad = U or N 
4 on D-pad = D or S 
4 on D-pad = L or W 
4 on D-pad = R or E 
© button = A 
® button = 0 
© button = X 
INFINITE LIVES: 

UNDEAD 

INVULNERABLE: 

WEASEL 
ONE LINERS: 

ALOUD (Press select button to make GEX 
speak) 

RAMBLING GEX: 

SENSELESS 

TIMER: 

EARWAX (Pick a level on Game Stats, press 
© for best times) 


COiraiER CRISIS 



Enter the Memory card menu and choose 
the Load/Save option. Go to “Enter 
password” and input code. 

PLAY AS THE ALIEN: 

XFIFTYONEX 

PLAY AS THE GORILLA: 

SAVAGEAPES 

Code submitted by Olvier Blevour 

SPEED RACER 



HIDDEN ITEMS: 

RUINS — Accessible only by the Mach % or 
the Demon. 

THE TOMB OP BENT CRANIUM (Inside 
ruins) - Accessible by the Demon. Speed 
must be at least 60-70 mph, knock down all 
of the columns on the left side of the road. 
The columns in front of the tomb’s entrance 


do not need to be knocked over. The saws 
and cockpit sealer functions should be 
activated. 

FIRE ANT AND SAMURAI - Win first place 
on all three courses. 

SHOOTING STAR - Win first place on all 
three courses in Endurance mode. 

DEMON - Win first place with the Shooting 
Star in Time Trial (Normal Level or better). 
GRX - Enter tomb using demon. 

COURSE SELECT: 


NIGHT ONLY RACE - Press and hold 
E3QI while pressing EKS button. 

DAY ONLY RACE - Press and hold 
IS while 'pressing the EKS button. 
DUSK ONLY RACE - Press and hold 


+ 


+ 


+ 


while pressing the EKS 


and D 
button. 

ACCESS ALL CARS: 

At car select screen, press and hold 

Q + SELECT + 4. 


+ 


mam + mam + mam 

2 EXTRA VIEWS: 


During a race, press START to puase the 

game. Press 4 Five times, then 4 five times. 
Unpuase the game then use the zoom 
buttons to use the additional views - above, 
behind or directly above. 

SMASH THE START SIGN: 


Activate the roatary sign on either the Mach 
1 or the Demon, then use the auto jack to 
attack the sign. 


Sena all code submissions to: 

EXECUTE 

Dimension Publishing 
1175 Chess Drive. Suite E 
Foster City. CA 94404 
or email us at; 


nAIUIFSU Jl 

\ am mrw r M t\F! \\ 


Cotfez 






Welcome to the Game Shark section. Each month we’ll list 
the newest ami coolest codex right here for your cheat’n 
pleasure. Warning; These codes won’t work without a 
Game Shark* For the latest codex and info, get on the 
internet and check www.gameshark.com, 
gsocc.aimplenet.com or www.datel.co.uk* If you find a 
code doesn’t work, you may need to upgrade your Game 
Shark. Check your instruction manual for details. 

(Most of these codes are “unofficial” and may or may not 
work correctly at all. Use at your own risk.) 

NAGANO WINTER OLYMPICS 98 (GS vl.99> 

Made & Tested on 1.99 Version 

Speed Skates ..8009EBF6 4280 

No Disqualifying in ski/snwbrd events . ..80OB1638 0000 

| Different View Angle Bob Sled Event ..800B9F24 E3D7 

NASCAR '99 (GS vl.9 9} 

Lap Time is 00:00:000 :...800BF2FC 0000 

One Lap Needed to Finish Race ...8Q0BF27A 0009 

Always Place First.800BF2A8 0101 

RED ASPHALT (GS vl.99) 

MASTER CODE . ... . .D0Q58CEC 3D30 

Joker Command .. D0098DFA ???? 

Have 65 Million Code [Notel] ....DG098DFA 0100 

80099954 FFFF 

Infinite Nitro ..... . 800845B8 0000 

800845BA 0000 

Infinite Armor. 80065B30 0000 

80065B32 0000 

Infinite Off. Weapon Energy.8005981A 6464 

4000 EXP After 1st Race [Note2] .80099956 0FFF 

Enable Next World [Note3].D0098DFA 0800 

80056274 000C 

Notel: Push the SELECT button on your controller at 
the main menu screen. You will then have 65 
Million dollars.Use the money code alone, 
without any other codes and without the master 
code. 

Note2: Turn the shark off when you finish the third 
lap. Turn it on again at the start of the next 
race. 

Note3: Don't use this with master code...at the start 
race section press START button then X and 
you'll be in a new world! 

dlf I IT T WsKffOTC 

Level 1 Codes 

Infinite Lives ..................8009B244 0501 

Infinite Halo.. ...8Q09B24A 0100 

Invincible____ . .8019480C EE5C 

Moon Jump Code.... . D009B1A8 0040' 

801947F4 2400 

Have Glidey Bird. 8009B24A 0200 

Have Glidey Bird And Halo.8009B24A 0300 

Infinite Green Bullets.8009B246 0100 

Have All 3 Green Swirls .8009B24E 0103 

Have All 3 1970 '& __8009B24C 0300 

Infinite Homing Birds & Klones . ,8009B248 0909 

Have 100 Clay Balls. 8009B246 0164 

Note: For the moon jump, hold down the X buuton 

to fly higher. Push the D pad in mid air to 
change direction of the jump. 
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DMA Design Ltd. 


my "baby 

sister’s doll house, and well 
it just went from there! 


ealing cars 
gives me a rush. 
In fact, stealing 
anything gives 
me a rush. 


“l prefer sleek, fast cars 
with room in the back. 
Know what I mean!?” 
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It s all 
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about three 
things - last cars, 
easy money and... 
fast cars. 


Using a 
flame thrower 
on a rival gang 
just gives me that 
warm and fuzzy 
feeling all over,” 


I dunno what s so special here 
It's a game about everyday 
life, ain't it?” 
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N SOME ARENAS INTIMIDATION COMES 


NOT ONLY FROM WHAT HAPPENS ON THE FLOOR 


BUT WHAT HANGS ABOVE IT 
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The second offering from Blaze comes in the form 
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of this really wacky pad. the Hyper Drive, 
mote Lm cn aa inuun a» mcf uumu imu uiia one — a three-way interchangeable thumb 
controller (standard, thumb stick, thumb pad), slow motion and two-speed independent 
turbo switches. Besides all this stuff, the Hyper Drive is also equipped with a "unique 
steering controller for enhanced gameplay on all driving games." which is actually a 
springy circular wheel surrounding the d-pad. Now. as odd as this sounds, this little wheel 
works pretty well. The steering controller is analog, so you can really finesse your turns. 
The small size means you don't have to crank it as far to the left or right as you would a 
full-sized wheel. The drawback to the size is the way in which you hold the thing: you've got 
to grip the right side firmly while turning the wheel with two left hand fingers. Hey. the 
Hyper Drive is easily less ridiculous than the NegCon and lots of people bought into 
that when it first shipped. Again, as in the Hyper eXtreme, Blaze opted to use the dinky 
Japanese-size pad, so those with big mitts are going to be bummed. Check it out if 
you're a racing fan in the market for a multi-function controller. 
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When one of my best friends bought his PlayStation. I offered to send him a memory 
card. "Nah. I don't need one of those. I'm not planning on saving high scores or anything." 
Three days after opening the box. he was singing a different tune. When the PlayStation 
launched. SCEA was tight on developers, requiring them to put in codes as well 
save features for those users too cheap to buy a S2D memory card (although at 
time the PSX was S3D0, so it was passible that a new owner didn't have any 
left over). Since the launch, it's become less and less likely that you can live 
without a memory card. Imagine trying to solve Resident Evil 2 in one sitting or 
write down codes every time you picked up a new item in Final Fantasy VII. That just 
be zero fun. So, as long as you need a card, why not pick up one of the exciting, fun 
new colors that Sony’s offering. Available now in orangey-orange, lemony- 
lemon and grapeity-grape. No. that's Front Loops, sorry, the new memory 
cards actually come in red. green and dear, so you can see ail the cool circuits 
n chips n stuff inside. 
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Ificludn iwffchabtf Turbo/Aplg Flf* and Sto* Motion, 
both wtfh LEQ't 

ftapid r(Nipout,# 8 dlWCtton thumb pad and 
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You see a lot of gimmicks out there in the controller market. Multi-speed turbo selects, slow motion 
options, programmable pads, just abuut anything imaginable to get you to spend your twenty or 
thirty bucks on their controller instead of a plain old Sony pad. As well as having a name that 
sounds like a bad Street Fighter joke, the Hyper eXtreme has what may be the goofiest bid for 
attention that I've ever seen — it comes in either camouflage colors or, as with the version we 
received, glow in the dark. Uh. what? I dan t know about you. but I don't have a whole lot of problems 
finding my controller in the dark. Whatever the reason, the controller itself is based on the Japanese 
PSX pad. so it's a little smaller than usual and the cord itself is more than a foot shorter than a 
standard US cable. I also find that the Japanese-sized pads give me a hand cramp after twenty 
minutes of play time. There are switches on the bottom of the pad to activate turbo and slow 

_motion features; when activated, the lights on the pad flicker dully, almost as if they 

weren’t working. Banging the controller on my desktop a few times did breathe a little 
yVJl more life into the lights, but they still seemed fairly weak. Despite having Turbo and 
Slow Motion switches. I'd recommend skipping this one. 
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Chances are pretty good that you may awn mare than one video game system 
and having to unplug everything from yuur TV whenever you switch systems can 
get annoying real fast—especially if there aren't enough inputs nn ynur set to 
accommodate all your other electronic goodies (VCR. DVD. LD, etc.). Good news: 
you've been saved by ASCII. Log onto their website (www.asciient.com) and pick 
yourself up one of these cool AV selectors, pronto. This bitchin' black box has inputs 
for six different gizmos, both vanilla RCA jacks and high-tech S-Viden jacks for 
cleaner quality images. Don't think this is just a toy for your video games, this unit 
also works snazzy with your other homes electronics. ASCII conveniently includes 
a set of stickers to label your inputs so you don't have to try and guess which input 
is which. While the design of the unit is decidedly low-tech, the AV Selector 
does its job admirably, especially considering the low price. The unit is 
currently only available through ASCII's website or customer service 
number (G50-780-DIE6). Call 'em today and tell 'em PS Extreme sent you. 
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After a lifetime of video games and anime. as well as a few years of working 
for various companies. I've come to the conclusion that the Japanese culture 
is a little... strange to the average Western viewpoint. Take, for instance. 
ASCII's nnanistic controller. The Grip. In Japan. RPGs are almost as popular 
as smoking, but it’s very hard to fight off hordes of angry Chncobos whilst 
firing up a cancer stick. Thus, the omnipresent giant of game peripherals. 
ASCII h as developed a teeny jnypad. The Grip has six buttons arranged in a 
circular flare around the d-pad in the center, as well as two on the bottom. 
Up top. the Square and Triangle are repeated on each side to accommodate 
righties or lefties, while the lesser used buttons are positioned in such a 
way that you aren't accidentally triggering them ail the time. I wouldn't 
recommend using The Grip fur action or fighting games, but it serves 
its purpose for the lesser twitch-factor titles. The Grip may be the 
perfect peripheral for handicapped players, as well. Caveat Emptor. 
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Sometimes you come across something like this in your local video game store, usually stacked 
up in the back, covered in dust, having been repeatedly marked down in price to the point where 
you could most likely pay for it in pesos. A little voice in your head may say to you. "Hm, this 
thing is only a few bucks, maybe I should pick it up." If you ever find yourself looking at the 
Gaming Glove and your little voice suggests purchasing it, smack yourself on the head with the 
package until you come to your senses. I wonder if the person who designed the Gaming Glove 
has ever really played video games (no, I don’t really care, so please don’t write in or call 
me). Basically, you slip your thumb into this dorky sock and it supposedly prevents the dreaded 
video game blister from crippling your gameplay. Urn, right. What actually happens is the 
goofy padding numbs your thumb, deadening the precise sense of touch that a serious gamer 
requires. I also found that the extra thickness made my finger slip around without the 
slightest ounce of control. So, does anyone besides me think that the Gaming Glove 
looks as if it was designed for appendages located a little further south of the border? 
Combine this baby with ASCII s one-handed controller for an evening of self-pleasure. 






















You’re playing first base and the batter smokes a liner right 


over the bag. You have no chance to make the play, but luckily 


the ball hits the umpire and bounces into your glove. The 


umpire calls the batter out and sends him back to the dugout. 


TRUE 


FALSE 


FOR THE CORRECT ANSWER, GO TO PAGE 52 











Spotlight on 


GRANSTREAM SAGA - JUNE 

Besides Working Designs and, to a lesser extent, ASCII and 
Atlus Entertainment, THQ is the only other third party pub¬ 
lisher/developer that has recognized that there is a high 
demand for the importation and translation of some of the 
hundreds of RPG's produced in Japan that otherwise might 
never see the light of day in America, Granstream Saga, 
developed by Sony of japan (SCEl) is one such RPG that 
owns the distinction of being the first PlayStation role player 
to deliver real-time combat - not the usual turn-based, 
command-driven battle-engines most gamers are used to. In 
addition to the real-time combat element, Granstream Saga 
has a host of other cool features that will surely make it 
stand out when it's released this summer, These features 
range from a high-resolution, 100% polygonal graphics 
engine and super-smooth, 60 frames per second animation 
to high-quality, animated FMV cut-scenes and a huge vari¬ 
ety of weapons and armor to acquire. 

In true RPG fashion, the story revolves around a young 
apprentice, by the name of Lune, who must set out on an 
epic adventure, with magic scepter in hand, to do battle 
against evil. The various worlds Lune must explore are com¬ 
prised of once-floating continents that must be raised back 
into the skies. Of course, along the way, there are plenty of 
puzzles to solve, over 60 different enemies to encounter and 
defeat, and ultimately face and do battle with the Devil 
himself. 

Granstream Saga looks hot, and promises to provide even 
the most hardcore RPG players with enough challenge and 
gameplay to keep them satisfied for hours on end come this 
June. 

DEAD UNITY-AUGUST 

With the immense success and popularity of Resident Evil 
and RE2, it's unbelievable that more companies haven't 
attempted to do like products. I mean, come on, how many 
Doom clones or fighting games did you play last year? Along 
comes THQ's Dead Unity. With its epic storyline, imaginative 
cast of futuristic characters and completely immersive envi¬ 
ronment- Dead Unity could be just what the doctor 
ordered. 

Like RE, Dead Unity is a graphic 3D adventure set in pre¬ 
rendered 3D environments with polygonal 3D character 
interaction. Whereas RE and RE2 are "survival horror" 
games, Dead Unity is more of a sci-fi thriller set in the year 
2062 A.D. The story revolves around Unity - a once-thriv¬ 
ing metropolis that was the embodiment of urban efficiency 
and peaceful coexistence. That was before the apocalyptic 
genocide at the hands of the evil GMMC (Global 
Mediation Machines Corp) and its robotic minions. You 
control an artificially enhanced human by the name of 
Works. Somehow, you are humankind's last hope for pene- 
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trating the hellish robotic society of Unity and destroying 
GMMC before it's too late. 

When all is said and done. Dead Unity will offer gamers a 
meticulously detailed, sometimes horriffic, extremely sus¬ 
penseful 3D graphic adventure. There are over 30 original 
enemy characters to encounter and combat, as well as sev¬ 
eral allies in which to interact In addition, Dead Unity will 
feature 500-plus ultra-detailed, pre-rendered backgrounds, 
dynamically changing environments (breaking windows, bul¬ 
let holes in walls, dusk to dawn, etc...), multiple endings 
based on paths taken by the player, over 100 weapons, and 
a feature-length musical score. 

BRUNSWICK CIRCUIT PRO BOWLING - AUGUST 

Although this isn't the first time we've talked about and 
shown THQ's Brunswick Circuit Pro Bowling in the pages of 
PSExtreme, it is the first time we've actually gotten a chance 
to have some hands-on time with the product and talk 
about it If you're a regular reader of our magazine, then you 
might remember our affection for ASC'sTen Pin Alley, which 
ended up being 2nd-runner up as "Sports Game of the 
Year" in our February Extreme Awards issue. Well, the devel¬ 
opers of that game, Adrenaline, have joined forces with 
THQ to make a more-realistic, true-to-life bowling simula¬ 
tion for the PlayStation. 

This time around, you'll be able to choose from a cast of 11 
Brunswick Pros and hit the lanes in a true 3D simulation - 
utilizing one of the most advanced physics engines to date. 
Based on actual Brunswick tournaments, BCPB includes 
authentic tournament rules, structures, equipment (down to 
those lovely green, beige and red suede bowling shoes), lane 
conditions and arenas. In addition, would-be pro bowlers 
will have the opportunity to play four different modes; 
Tournament, Career, Practice and Open Play. While this 
sounds real serious and simulation-like, we are talking bowl¬ 
ing you know. Adrenaline is making sure that Brunswick Pro 
will capture the humor and originality that made Ten Pin 
Alley so endearing. There will still be the multiple camera 
angles, the varying intelligent crowd reactions, the hilarious 
bowler animations and, of course, a “Cosmic Bowling" 
option for lights-out, music on, glow-in-the-darkactfon. 

SPEEDTRIBES - OCTOBER 

Of all of THQ's PlayStaiton product, SpeedTribes is the most 
far out (in terms of release) with a scheduled ship date 
sometime towards the end of the year. The game falls into 
the 3D combat category with the distinctive look and flavor 
of Japanese Anime/Magna. 

SpeedTribes is actually the name of the various heavily 
armed aerocyde gangs to which you subscribe. It's up to you 
to align yourself with one of the six specific SpeedTribes and 
develop the skills it takes to ride these ’flying motorcycles". 
Once you've become comfortable with the handling it's 
time to take to the arenas and shoot it out to the bloody 
end, against an array of ruthless human and non-humanoid 
gang-members - all who are devoted to the sheer speed of 
the machines, the pure violence of combat and the ultimate 
glory of survival. If you survive the arenas, you can face the 
ultimate challenge by running the Gauntlet, singlehandedly 
invading the home turf of opposing Tribes. 

From the accompanying screen-shots, it's easy to tell that 
the game is eariy-on in the production cycle. When all is 
said and done, SpeedTribes promises to deliver the most 
maneuverability ever offered in a flying/fightinggame, a 
super-fast 3D graphics engine, unique gothic-comic book- 
style art and animation, single or two-player simultaneous 
split-screen action and two gamepfay modes - Bloodrun 
(arcade style) and Campaign (mission-based). We will have 
more information and shots on SpeedTribes in upcoming 
issues. 
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looking for certain things, taking on certain targets, etc 
V8 is your gang versus another gang, beating the hel 
out of each other. 


rotx: I like your style. 

MT: I think console players will appreciate it, too 


PSEx: So what's the story? 

MT; In the '70s, there's a huge oil shortage in the U.S. Thv 
evil world consortium (OMAR) wants to destabilize the U.S 
economy, and offers $ 100 million to any terrorists that cat 
destroy selected sites in the U.S. The Southwest has thei 
main targets of opportunity. There's a guy named Sid Burr 
who leads a gang called the Coyotes, and he wants tc 
go destroy these areas and get the $100 million. Becaust 
the U.S. is in recession, there's a lot of crime, and tht 
cops are in the metropolitan areas, and the desert area 
are kind of — there's no law there. A group of individual 
known as the Vigilantes try to protect the U.S. from ths 
Coyotes. The story is about these two groups battling it out 
To make this game really over the top, the groups find c 
secret Air Force base, sort of Area 51. They raid it and fine 
all this advanced technology. They take it back to their camp 
and incorporate the technology into their weapons. Nov 
they use these super-high-tech weapons in their battle 
against each other. 


our name 


PSEx: Are Hie developers on Vigilante 8 the same as Intersfah 
'76? 

MT: No. I'76 was done in-house. That team is doing twe 
other Interstate products, and they're looking amazing. 


PSEx: See, I was guessing Samoan. 

MT: I think we need more vowels in there to be Samoan 


MT: I'd been offered a banking job in San Francisco, with PSEx: Have they had any input as to the '70s feel of V8, o 

a company that wanted to start online banking. I was ready have you gone your own way? 

to move, and I'm walking through Career Services, and I MT: We've basically gone our own way, but we did refe 

see this poster for an associate-producer position at Activision. some of the characters to them, i like to bounce ideas of 

When I was in high school and junior high, I played computer other people, and especially those guys, because they ARI 

games all the time, so I recognized [their name]. I came in, the '70s. 

and they said I wasn't qualified to be a producer, but I could The developer of V8 is Luxoflux. They worked on project 

start in the testing department and work my way up. To this individually at other companies, but they left their jobs an 

day, I don't know, my parents don't know, no one knew formed a group about a year and a half ago. Tins is the 

what I was thinking.! took a 50% pay cut. It was equivalent first project as Luxoflux, and it's their first PlayStation title 

to working in the mail room at a movie studio. I just decided 

to do it because I've always loved games. I started [in testing] PSEx: The name of the game is Vigilante 8, but I countec 
and moved up through there, was the associate producer 12 characters. 

for several projects, and finally became a producer. MT: There are 12 characters, but four bonus characters yoc 

can reveal. 

PSEx: The original rumors were that Activision was going The way the Quest Mode works [there are Arcade anc 
to do a straight port of Interstate '76 for the PlayStation. Quest Modes in V8—ZM] is that you can pick one of fou 

MT: That was the initial intent, but we decided we wanted Coyotes or one of four Vigilantes. When you pick one, yoc 

to make a vehicular-combat game. The great thing about play through anywhere from four to six levels. When yoc 

l'76 was what? The vehicles with weapons strapped onto play Quest, you learn what each character's motivatior 

them, and the '70s attitude. So we figured, let's take the is, why they're going into certain areas. As you get furthe 

attitude and the combat and make a brand-new game with into the Quest Mode, you unlock bonus vehicles. If I finish 

those two concepts. We got rid of levels and missions as two Coyotes, I unlock another Coyote. If I finish with 
altogether. This game's just over-thetop vehicle action with tine other two, I unlock a second character. It works that wen 

a '70s attitude, X76 on the PC had you going through and on the Vigilante side as well. When you unlock tire secre 


One scary evening, 
somewhere in NeV 
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characters, you can play them in the Quest Mode. You can 
also unlock them and use them in the Arcade Mode, tf you 
play well, you unlock two secret levels as well. We’ve 
designed ten levels at 100%, and hidden two. These aren't 
like 50% versions of the first eiaht levels. 


weapons. When you're hit by a weapon, it makes your car 
move a bit. It's more of an off-road shooter, so there's more 
skidding and turning. We have reflection mapping, texture 
swapping, real-time lighting, particle-system explosions, 
lens flares, all that stuff. It looks awesome. 


PS Ex: You have a great two-player mode. 

MI: It's head-to-head, and you can switch on the fly between 
horizontal and vertical. 


PSEx: You mentioned power-ups. How many weapons are 
there? 

MT: Each of the 12 vehicles has access to six weapons, 
ranging from machine guns to mortars to cruise missiles to 
massive cannons. In addition, each character has a special 
weapon that's tailored to his or her personality. For example, 
one character's name is Beezwax. He's a beekeeper who 
drives an old pickup truck. He's a little pissed at the 
government because their nuclear testing has caused his 
bees to mutate. His special weapon is called the Gamma 
Swarm. If you pick up he special-weapon icon, a big beehive 
attaches to the side of the truck. If I launch it, a swarm of 
bees attack an enemy car. 


PSEx: Have you considered Link Cable support? 

MT: Every developer in the world considers Link Cable, and 
its always the last thing to be worked on. It's like "We have 
to finish next week, let's drop a couple of the items," and 
it's always Link Cable. I gave a Link Cable to [Luxoflux] a 
few weeks ago and they're looking into it. We're toying 
with the idea of four-player [Link Cable], but for now, we 
want to make sure the game is 100%. If we have extra time, 
well try to incorporate it. Right now, it's looking very tough 
to put that in there. If it doesn't happen, the game will be 
bang-up anyway. 


rotx: une of trie Highlights ot l /o was the tunk-music 
soundtrack. Is the same guy doing V8? 

MT: It's the same composer. He's done music tracks based 
on the '70s. We have '70s metal, Sabbath types of rock. 
Each character has a different music track. He's a very 
talented individual, and he can do all kinds of music. Most 
soundtracks are like one type. We wanted to give some 
variety to the players. 


PSEx: But it doesn't hurt to dream. 

MT: The kids are like, if you had four-player or two-player 
Link Cable, it's over. 


PSEx: Even in the demo version, V8 supports analog and 
digital controllers. Will it support the NeGcon? 

MT; The NeGcon, I don't know, we're still looking into it. 

It does support the ASCII and Mad Catz steering wheels. 

Our preview version was most definitely a work in progress, 
PSEx: You realize that your major competition in this category but signs of future greatness were already present. The title 

is the Twisted Metal series. music alone made me get up and start doing the Robot 

MT: What series was that? 1.1 million of those have been ~ I would’ve done the Funky Chicken if not for my old 

sold and I have not heard of it. [laughs] football injury — and the other soundtracks were equally 

spiffy in their respective genres. The controls were in need 
PSEx: Since everyone is making the comparison, to what of tunage, but the cars were steerable enough to get a feel 
do you point as the major differences? for the loose, bouncy off-road action, which is surprisingly 

MT: Graphically, it's just amazing what V8 does. We have different from a certain other car-combat game. V8 has 
a variety of levels with different terrain. They're not flat, a remarkably three-dimensional terrain that's disturbingly 
they're hilly. fen to rip across at highly unsafe speeds. 

Every single item in this world is destructible, from light And the most important aspect of V8, the combat? The 
bulbs to cement blocks. Anything you can see is destructible. PlayStation-contrcilled cars had yetto experience an infusion 

That adds two types of gameplay to V8. One, we can of Al, making them more target practice than challenging 

put secret power-ups into buildings. Two, we're incorporating foes. The two-player mode, though, was quite playable, 
shrapnel damage. I can blow up a bridge, watch the pieces and the power-up collection system had a good balance 

fall to the ground, and if they hit an enemy, they cause of weapons in plain sight and weapons revealed by blowing 

damage. Each level has specific features. For example, things up. Seriously, dudes and dudettes, this game has 
in the ski resort, I can drive to the top, and do the right more explosive potential than a two-gallon jug of 

thing, I can cause an avalanche. It starts from the top of the nitroglycerine; it’s merely up to Luxoflux to moke the proper 

mountain, and anything in its way is pushed down to the tweaks during the final stage of the development process, 

bottom. 

The physics are great. We have mass-weighted collisions. mnu c\/j 
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Since the release of the PlayStation 
back in the fall of ‘95, racing games 
have set benchmarks for the system. 
Namco’s Ridge Racer got the system 
off to a flying start (literally), Motor 
Toon Grand Prix (Sony) and 
Destruction Derby 2 (Psygnosis) 
made 1996 a great year, and last 
year, Nameo, Activision, and 
Electronic Arts brought the 
PlayStation racing enthusiasts the 
best yet with Rage Racer, Grand Tour 
Racing, and Moto Racer, respectively 
All three of these games raised the 
bar in terms of graphic superiority 
and depth of gameplay. Well, Sony 
is primed to take the Pole in 1998 
with the soon to be released Gran 
Tourismo, the biggest and deepest 

racer yet. 


circuit, which would require your 
possession of the appropriate driving 
license. You’ll have to pass a series 
of driving tests in order to be allowed 
access to the different courses. 


We’ve been playing the Japanese 
version of GT for the better part of 
two months now, and can’t wait to 
see how the American version turns 
out. Fortunately, we should have a 
reviewable copy in time for the May 
issue, so watch out — you won’t want 
to miss any of the action! 

Eric 


TuIni Record 
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Rather than listing what Sony 
crammed into GT, it might be easier 
to list what’s NOT included in this 
game, but, we won’t do that to you. 
Nope, there’s so much in here that 
it would take more space than I have, 
so I’ 11 have to simply leave you with 
some of the more impressive hi- 
lights. Cars. You want a choice of 
cars? Well, how about 100 of them? 
The final number isn’t set in stone 
yet, as Sony is still finalizing the 
exact cars, but just about every auto 
maker (except Ford) is present in 
one form or another. Certainly, the 
Japanese manufacturers are well 
represented, as Mazda, Toyota, 
Nissan, et al. have at least a 
dozen cars to choose from. 

The gameplay can be as 
. simple as an arcade 

» * style race or as 

• ® lengthy as a full 
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SONY ♦ APR! 


..i At long last, Blasto is finally upon us. Sony 

Computer Entertainment America and their 
internal development team (Sony Interactive 
Studios America) have just about put the finish¬ 
ing touches on this unique and exciting 3D action/platform 
shooter. While we here at PSExtreme have been singing 
the game’s praises since our cover feature last August, we 
will be glad to finally bring the review to our readers in 
next month’s issue. In the interim, for your viewing plea¬ 
sure, here are the latest shots showing some of the game’s 
wide variety of levels. Besides the obvious mechanics of 
shooting everything in sight with his trusty blaster, Blasto 

-^ can also jump, side-step, grapple, 

swim, push objects, fly with the use 

chicken — wheehaw! The game packs 


SONY • MAY 


Square, a company that has traditionally been all about 
RPGs, has recently spread their talents in other directions. 
Besides the underapreciated Tobal series and Bushido 
Blade, their simulation/fighting game, they have a few new 
titles that will surely prove they do have the magic touch... 
no matter what genre they work with. Einhander is a 
futuristic, semi-3D shooter that harkens back to the 16- r 
bit days of yesteryear, reminding us at the office of 
games like R-Type and Axelay (minus the slowdown, of 
course). This shooter is constantly shifting perspective 
during gameplay and has some of the most gorgeous 
graphics, explosions and special effects yet seen on the 
PlayStation. There are three different crafts from which 
to choose, each with different abilities, and plenty of 
intense shooting action to be had. Besides Working 
Designs’ most-excellent RayStorm, the PS could use 
another great shooter and Einhander is set to deliver. 
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SONY • MARCH 


As Capcom proved with the success of the last Mega Man game, 
there's still definitely a market for 2D platform games on the 
PlayStation. Tomba! is being produced by a new Japanese develop¬ 
er, Whoopee Camp, lead by an ex-Capcom producer, and the influ¬ 
ence of classic Capcom games in Tomba! is obvious and well done 
In the game, players control Tomba, a pink-haired wildboy. as he 
attempts to free his peaceful land from the menacing grip of evil 
magic pigs. Don't let the insufferably cute graphics turn you off: 
Tomba! is shaping up to be an very well-designed platform game. 
You’ll find items and learn new abilities that will let you open up 
new areas in other stages. Once you learn to swim, for instance, 

you’ll finally be able to cross the 
body of water that was blocking 
your path back in the first stage of 
the game. Tomba! has managed to 
push the right buttons with the PS 
Extreme staff, already becoming 
one of the most played games in 
the office. Keep your eyes out for 
this unique title, as it could be a 
sleeper hit this March. 
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ROAD RASH 3D 

ELECTRONIC ARTS • MAY 


DUKE NUUBM: TIK 


GT INTERACTIVE * JULY 


Being huge fans of the Road Rash series from day one, we 
couldn’t refrain from showing the few new shots EA has gener¬ 
ously supplied us. In addition to the new screens, we were 
recently given a hands-on demo of the game and, even at its 
early state, it’s easy to tell the hit potential is there. The 
major difference players will notice between this new Road 
Rash and the previous 32-bit versions is that everything is 
comprised of 3D texture-mapped polygons. The graphics 
engine streams the track and environment off the CD, so 
there is little to no load times, and the game is now broken 
down into one huge world that becomes more and more 
accessible as you progress. One of the great things that 
made the last RR so cool was the alternative soundtrack, 
expect more of the same — with quite a few well-known 
bands (to be announced later) signing up to do the music. 


GT Interactive’s bad boy is set to return to the PlayStation this 
summer with an all-new, third-person 3D adventure titled Duke 
Nukem: Time To Kill. It appears the same aliens that Duke took on 
in L.A. Are back with a vengeance, and this time they have mas¬ 
tered time travel. If Duke wants to keep all his babes safe, he has 
to venture through time to stop the aliens before they enslave 
humanity. While we haven’t actually seen Time To Kill running yet, 
this new Duke could be cool. There’s hi-resolution graphics 
(512x240), dynamic lighting, interactive environments, vast levels 
to explore, and a mixture of time-themed environments, from the 

Roman Empire to the Old West 
(Duke will don unique cos¬ 
tumes for each level) — all 
played out via a Tomb-Raider¬ 
like, third person perspective. 

Duke Nukem: Time To Kill will 
be out this summer and is 
developed by N-Space 
(Tigershark, Bug Riders). 
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ACCLAIM • APRIL 


We’ve now seen Forsaken running on just about every 
system, from PSX to N64 to PC and the game looks 
incredible on each one. Probe has managed to push 
the graphic capabilities of each system to the max, 
producing some of the coolest visual effects this side of a 
Psygnosis title. We keep waiting for a version of 
Forsaken to suck since all the other ones are so nice, but 
it looks like the only way this game could look bad is if it 
was ported to Saturn. Beyond the visual thrills, Forsaken 
is shaping up to be a serious action title. Descent fans 
will obviously fall for this title, as will anyone who 
enjoys piloting fast-moving ships through 360 degrees of 
freedom. Because of this freedom, the game controls are 
complicated. Every button on the PSX pad is used for 
turning, moving, firing or weapons select. You can cus¬ 
tomize the controls to suit your won needs, but we sug¬ 
gest sticking with one setup from the get-go or you’ll 
confuse the heck out of yourself. Forsaken is quickly 
shaping up to be the kind of game that you’ll want to 
have in your collection — when some non-gamer stares 
at your PSX and says, “So what’s the difference between 
this and the Atari I had when I was a kid?” 


NAMCO • APRIL 


Namco has finally nailed down an official American 
release date for one of ‘98s most anticipated 
PlayStation games. Tekken 3 will be available to froth¬ 
ing gamers on April 30th (roughly a month after the 
March £6th release in Japan), and the conversion 
from the arcade system IS board to the PlayStation’s 
system 11 is said to be almost identical. Besides the 
newest shots displayed on this page, there isn’t a 
whole lot of new information on the game. For now, 
Namco is pretty much stating the obvious — an all 
new, spectacular CG introduction and individual end¬ 
ings, at least one extra player (the little comic-book 
dinosaur Gon, as reported last issue) and, of course, 
all of the additional modes over and above the coin-op 
— such as Vs, Time Attack, Team Battle, Survival and 
Practice. We will definitely be back next issue with 
hands-on coverage. 


MGM • SEPTEMBER 


Return Fire... a game that made the 3D0 worth ow 
ing and, as it just so happens, graced our April ‘96 
cover when it was released for the PlayStation. He: 
it is a few years later and MGM, in conjunction wit 
Prolific Publishing, are hard at work on the sequel. 
Expect to see all of the things that made the origin 
so fun and addictive expanded upon, such as the 
intense capture the flag action, great classical mus 
and the multitude of vehicles from which to choose 
(air, sea and land). This time around, there’s a mu 
improved 3D polygon engine and a multitude of ca: 
era angles from which to play out your strategies. 






















































































































































































































ACCLAIM • MAY 


Looks like there may be a new challenger to Moto Racer's undis¬ 
puted dominance of PlayStation motorcycle racing games. 

Acclaim's new racer. “Jeremy McGrath Supercross" is killer, even 
at this early stage of development. Although the gameplay is still 
rather limited, it’s an addictive speed-fest and is on track for an 
April release. Moto Racer was a technically brilliant game, but it 
lacked gritty action, Supercross, on the other hand, is stuffed full 
of mega-jumps, wacky tricks and big wipeouts — factor in the 
sweet controls and you have the makings of a great game. 
Currently, Supercross is running at blazing speeds, fast enough to 
make you feel like you're on the back of a souped-up dirt bike, but 
not so speedy that you're out of control. This version did not have 
any other riders on the track during actual play, so we’re hoping 
that the performance hit won’t drop the frame count. There are 
six default tracks along with a number of hidden ones and, if you 
tire of the ones you’re given, you can create your own with the 
custom Track Editor. You can select a single race, play a whole 
season, race against your ghost, or even take on another person in 
split-screen mode. Supercross also supports the analog pad for 
precise controls. 
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MIDWAY* JUNE 


Bio FREAKS is set in the usual post-apocalyptic 

in which territorial disputes are settled 


k* | way out of court, freeing up America’s dynamic legal 
4 j i system to process parking tickets and personal injury 

‘ =l .J lawsuits. Instead of bothering with judge and jury or 

expensive armies, the giant G-corps throw down with grotesquely armed 
and armored cybernetic death machines that duke it out in gory one-on- 
one battles. What does that mean to you as a game player? That means 
that you get to pick from one of the ten different freaks and whip the 
holy crud out of either the computer or friend. Bio FREAKS is a 3D fight- 

-j ing game with a heavy emphasis on evoking the “Cool, blood!” 

gg|gg|j response from ten-year-olds across the globe. Individual fight- 
ers are evil-looking futuristic brawlers, mostly mutated goons 
with cybernetic parts and spiky hair-dos. Every fighting game 
has to have a hook and the new addition to Bio FREAKS is the 
hr*,*,, , ability to hover/fly through the air with the tap of a button, 
jjrjy You can also shoot your character’s weapon (laser, machine 
am p guns, missiles, etc.) in any direction, dodge attacks by side-step- 
ping, pull off fatalities and mutilations and jump around 
—. —' through multi-leveled arena. 




Here’s our first look at a playable version of Interplay’s VR Baseball 
99 and, as you can see, things are looking quite a bit different than 
last year’s version. However, it looks as if the main focus was on 
improved AI, as we’ve already noticed that a lot of the issues we 
had last year have been addressed; i.e.; more stats, smarter comput¬ 
er players that don’t randomly bunt or continue to pitch after giving 
up a gajillion runs, and fewer base running mistakes. Interplay has 
also sped up the game so that you don’t have to watch the players 
painstakingly walk up to the plate every single time — you can now 
bypass all the full and stuff with a simple press of the X button, 

We’re being told that a game can be 
finished in less than 35 minutes, but 


we’ll let you know for sure when we review it. We’ve also 
seen much smoother animations and a greater number of 
them but, as this is the first preview copy (last year, we 
received about six different preview copies), more animations 
are still to be implemented. And lastly, there’s also a new 
Fielding Practice option to help tune those skills! Cool. We’ll 
have more in the next issue — stay tuned! 


INTERPLAY • APRIL 
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PUBLISHED BY EA — DEVELOPED BY EA CANADA 


ReBoot... Is it just me, or has anybody 
else seen this SGI-rendered cartoon recent¬ 
ly? I know I’ve watched it before, but I could¬ 
n’t even tell you when that was. Although, 
it might have once been popular with the 
cereal and milk-munching Saturday morn¬ 
ing group, it’s all but slipped into obscurity 
now. Nonetheless, EA has taken a gamble on 
the license, (they’ve actually been working 
on the project for over two years) and have 
produced a game that could easily stand alone 
on its own merits — the cool storyline, based 
on the cartoon series, is just icing on the cake. 

If you are familiar with the cartoon, then 
you’ll recognize ReBoot’s main character Bob, 
who is also the protagonist from the series. 
The story revolves around Bob’s arch-neme¬ 
sis, Megabyte, who has corrupted the circuit- 
filled world of Mainframe with viral-tears 
that will explode if not mended within cer¬ 
tain time limits. Luckily, Bob has a heavy 
arsenal at his disposal as well as a handy- 
dandy zip-board that he uses to maneuver 
around each level. 

While at first glance ReBoot might look 
like a typical 3D shooter, there is a lot more 
to it than meets the eye. There are three 
main elements at work in this game that 
combine to make it a white-knuckle, thrill- 
a-minute experience. The first is the sus¬ 
penseful time element. In each level, you will 
be faced with uncovering and mending a 
group of consecutive tears before a timer 
runs out and they explode. The timer usu¬ 
ally gives you a few minutes to do this, but 
actually finding the tear — especially in the 


later levels — can be a huge task. Kudos to 
the level designers for sticking them in some 
ingeniously hidden and hard to get to places. 
The second element is the zip-board — Bob’s 
main method of transportation. The board 
hovers slightly above the ground and can be 
a pure joy and an absolutely frustrating expe¬ 
rience to control. Most of the levels have you 
navigating through and over a series of obsta¬ 
cles, platforms and ramps that must be 
jumped from one to the next in order to 
advance or reach the tear. The zip-board can 
only jump the equivalent of two-to-three feet 
high and, in most cases, these platforms and 
ramps are situated in very precarious places. 
Typically, if you miss a jump, you might have 
to start back at the first platform, or worse 
yet, fall to your death. This can be very har¬ 
rowing when you have roughly 10 seconds 
left to reach a tear and mend it before it 
explodes. The third element is the perfect 
balance of enemies, weapons, power-ups and 
health placed throughout the game. In addi¬ 
tion to the navigation element, there are 
hordes of enemies that have to be dealt with 
in order to reach each tear, and they will stop 
at nothing to obstruct your progress. Luckily, 
your firepower can be quickly upgraded, and 
there are a multitude of different weapons 
with varying strengths that can be acquired 
and utilized. Most of the stronger weapons 
have limited ammunition that must be col¬ 
lected to keep them from running out. 
Sometimes it’s smarter to stockpile your 
ammo for the stronger enemies then to go 
around willy-nilly shooting at everything 
in sight. 





































scenes every other level or so. These FMV 
clips really tie the storyline together and add 
that extra little something to an already 
great game (hence the “icing”). Then, there’s 
the sound. Ok, I admit, most video game jour¬ 
nalists (myself included) are of the enthu¬ 
siast type — the one’s who will spend 
thousands of dollars on huge big-screen TVs 
and THX sound-systems just to play their 
games in style. The likelihood of the average 
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gamer having the tricked-out Surround Sound 



_ 


rm sure I've missed some aspect of ReBoot tfiat I could 
write about but, I believe you've got the point. This 
game is great, whether or not youVe familiar with 
the license. It's a long and satisfying quest one of the 
better titles to be released so far this year and a pleas¬ 
ant surprise* If not for the sometimes overly difficult 
control, ReBoot would have come closer to Platinum, 
but, as it stands, a 96 % Gold is a “must buy" rating* 
Make sure you don't miss this one. 


Analog Controller 
Compatible 


M| 


While Reboot controls well with the typ- system at home is probably unlikely, but 
ical d-pad, the game really shines with the man, do I love it when a developer takes the 
Analog pad. This game was meant for ana- extra time to perfect a game by putting in 
log and, although there is a bit of a learning Dolby Surround and great music — and 
curve, it eventually becomes second nature. 

This is surely one of those cases when the 
term “easy to pick up, difficult to master” 
applies. The left stick is used for thrust, 
reverse, left and right; the right for look¬ 
ing around; the LI and R1 but- 
tons strafe; the L2 and R2 cycle a a w w waBMi 
through your primary and sec- J 
ondaiy weapons; the X and 0 I 
buttons shoot; the triangle is I IfYsgS 
used to quickly turn Bob around; I Rf vC9j 
and the square is used to jump I 
— a quick press for a short jump | ^ ^ 

and hold and let go for a higher j §H; ^6* 

Let’s not forget about the g 
graphics and sound. The pro- ; ' 
grammers at EA Canada have j 
wisely spent the two years of j k 
development time creating and !j ||JBg 
fine-tuning a great 3D graphic 
engine. You’ll be hard-pressed 
to find any of the typical pop-in, RHUE 
break-up or slow-down that 
plague a lot of the current 3D PS games. 

In addition, there is some great software 
mip-mapping and texture smoothing going 
on — keeping the texture-mapped objects 
from exploding into a mess of blocky pix¬ 
els when getting too close. Mainframe Inc., 
the creators of the cartoon series, have also 
contributed by rounding out the game with 
a series of high-quality, SGI-rendered cut- 


you’ve got the point. This game is great, 
whether or not you’re familiar with the 
license. It’s a long and satisfying quest, one 
of the better titles to be released so far this 
year and a pleasant surprise. If not for the 
sometimes overly difficult control, ReBoot 
would have come closer to Platinum, but, as 
it stands, a 96% Gold is a “must buy” rat¬ 
ing. Make sure you don’t miss this one. 

Greg 





***** 



■Pw 

1 : 


H . . 





B 

►r jitiCK 

■Lf - 1 

; 


































































































































PUBLISHED BY SONY — DEVELOPED BY SQUARE 


After the mega-bliss of Final Fantasy 
VII, the most visually spectacular RPG 
in PlayStation (and videogame) histo¬ 
ry, the next RPG from Square was 
inevitably gonna be a letdown. Maybe 
that 1 s why the PlayStation community 
hasn't heard much about SaGa Frontier, 
which was just released with little fan¬ 
fare and even littler preview coverage. 
Was Sony mistaken to treat SaGa Frontier 
as a B title, you ask? No, actually, they 
got it right — while the game has its 
enjoyable moments, it won't appeal to 
anyone outside the RPG Cult, and is des¬ 
tined for mixed reviews within the Cult. 

The SaGa franchise is one of the 
longest-running RPG series’ in Japan, 
stretching back to the Super NES and 
Game Boy, but SaGa Frontier is the first 
to make the trip to the States, It has no 
less than SEVEN self-contained adven¬ 


brother. Emelia is a woman falsely 
accused of murdering her fiancb and 
thrown into the slammer; her quest is to 
escape from prison and find the real 
killer, just like 0. J. Lute is a young punk 
from Yorkland who travels to the big city 
of Manhattan and promptly finds him¬ 
self on the wrong side of the law. Red 
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tures, each with a different protagonist 
(although some of the heroes appear in 
others 1 adventures). Add the seven quests 
up, says Sony, and you have a minimum 
of 140 hours of adventuring. 

Here's a very brief breakdown of the 
seven characters and their situations, 
because we like brevity. Asellus is the 
live-in maid of a tailor who goes to run 
an errand and wakes up in a strange cas¬ 
tle with torn clothes and a bloodstain on 
her neck. You figure it out. Blue is a mas¬ 
ter magician sent into the world to hone 
his skills and kill the land's other promis- 


is a brash youth who 1 s mortally wound¬ 
ed in battle and restored to life by a mag¬ 
ical hero; his quest is to slay the heinous 
BlackX, even though using his powers 
for revenge will cause his death. Riki is 
a creature in the devastated land of 
Magmarl, which is on the verge of com¬ 
plete collapse; his quest is to retrieve 
eight magical rings (in the guise of a 
human female) to save his world. T360 
is an amnesiac robot reactivated after 
thousands of years by a talking octo¬ 
pus/repairman; its quest is to recall its 
programming and complete its mission. 


mg mage — who happens to be his twin 


In each of the quests, you meet and 
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their games read like they WEREN 1 T 
translated, who can make the stories 
— which are, after all, the whole point 
of RPGs — as breathtaking as the graph¬ 
ics and music. With the short-story for¬ 
mat of SaGa Frontier, eveiy sentence is 
crucial for setting the mood and devel¬ 
oping the characters. Why didn't anyone 
understand that? 

I feel obligated to issue a beefy per¬ 
centile to SaGa Frontier for trying some¬ 
thing decidedly different within the KPG 
format, and for offering well over 100 
hours of gameplay — when 1 s the last 
time you hacked through a PlayStation 
game even half that long? Yet, I' d much 
rather have a completely fleshed-out 
world and a powerful central story 
instead of seven novella-sized quests that 
invariably end just when they're start- 


join up with additional characters, talk 
to everyone for plot points and clues, 
solve the occasional puzzle, and engage 
in a lot of combat. SaGa Frontier's bat- 
tie sequence is reminiscent of Beyond the 
Beyond, which is a bad thing, Pixelated 
characters and backgrounds and an 
unfriendly menu system make for a far- 
from-addictive experience. Combat isn't 
ridiculously frequent, but the 
weak combat lets down the HHHNI 
entire game. It 1 s more of a ■' 
chore than a pleasure to II 
fight, and in an RPG with 140 I - | 

hours of gameplay, that's an I 
awful lot of chores. I ^ 

Other than the combat :i C jaj9 
sequence, the graphics are I | 

outstanding. The backgrounds I J| 

aren't FF7-licious, but very || 1 

colorful and detailed. The II * 
game's 30+ regions range II 
from stereotypical fantasy to I ' § 
fantasy/sci-fi hybrids to H 
grungy high-tech to moody | 

Gothic 


I dcfit want hirt to coMrtt ai 
EveriJfijftf madness, I still c 


it's a stunning visu¬ 
al vista. The PlayStation-gen¬ 
erated music has a similar 
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dynamic range, veering effortlessly from 
orchestral to techno-jazz, and a few of 
the melodies are hopelessly catchy. 

The text translation in SaGa Frontier 
is acceptable, well above the what-the- 
hell?! level of Wild Arms and a fraction 
below the makes-sense-but-sounds-stilt- 
ed level of FF7. Still, Sony and/or Square 
desperately need a writer who can make 


ing to get interesting, and that never give 
me a chance to become emotionally 
involved with the characters. I always 
felt curiously detached from the action 
in SaGa Frontier, never pumped up for 
what I'd encounter next, and that's def¬ 
initely not the sign of a great RPG. Good... 
but not great. 

Zach 
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I feel obligated to issue a beefy percentile to SaGa Frontier for trying soitie- [ 
thing decidedly different within the RPG format,, and for offering well over i 
100 hours of gameplay — when's the last time you hacked through a * 
PlayStation game even half that long? Yet, I'd much rather have a com¬ 
pletely fleshed-out world and □ powerful central story instead of seven 
novella sized quests that invariably end just when they Ye starting to get 
interesting, and that never give me a chance to become emotionally involved 
with the characters. 1 always felt curiously detached from the action in 
SaGa Frontier, never pumped up for what I'd encounter next, and that's 
definitely not the sign of a great RPG* Good.,, but not great, 
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Ok, so I’ve never been to Japan, but 
I’ve come close (I did go to UCLA and I’ve 
been to Hawaii a couple of times!). And 
I still don’t get the infatuation they have 
with big heads and blue hair. Fortunately, 
in Hot Shots Golf, from Sony, there’s no 
blue hairs, but there are still plenty of 
big heads. This new arcade style golf 
game lands here in the states in May, but 


That’s a serious number — we’re talk¬ 
ing Crash Bandicoot and Final Fantasy 
VH numbers, people. That’s rarefied air, 
to be sure. And for a GOLF game? You 
bet! Traditionally, golf games haven’t 
fared well on the console systems; the 
PC market has been the home for the 
majority of video golf enthusiasts. Well, 
Hot Shots Golf will probably turn the 
tables on the PC folks, and this can attrib¬ 
uted to the fact that Hot Shots is a quick 
playing game that infuses strong arcade 
elements with heavy doses of console 
play mechanics and remains a veiy chal¬ 
lenging game at the same time. 

To get the little white ball rolling, 
there are five different gameplay modes, 
and a bonus “challenge.” You can grab 
your controller and get started with a 
quick round of stroke or match play, or 
you can jump into the fire and enter a 
tournament. So far, pretty much like PGA 
98 or VR golf 97, right? Of course. But, 
things get noticeably different when you 
go into the VS. mode. Here, you select a 


player (either the right handed female 
“Mary” or the left handed linkster 
“Taku”) and then choose your opponent. 
You will notice eight empty spots for the 
challengers, but only one is available to 
select: Yuki (Uh, Sony, what’s wrong with 
“Jane” or “Elvira” or something a little 
more, eh, American?). If you guessed 
that the goal in VS. mode is to be the com¬ 
puter in Match play and then you can 
then select to play as that golfer, you’d 
be correct (and maybe might want to look 
into a job on the Psychic Hotline — apolo¬ 
gies to Zach if he used that line already). 
To sum it up, there are ten players to 
choose from, but you start out with only 
two and have to earn the other eight. 
Cool — that certainly isn’t like any other 
golf game you’ve played before. 

Ok, so now you’ve chosen yourself 
and the competitor, now which course 
are you going to select? Well, hi-diddly- 
doodly there, partnerino. There’s only 




























































































NO. 1 OR E. .. . 

TOTAL ROUNDS 5 
BEST ROUND 80 (+8 ) 

SCORING RV6. 83.00 
PUTTING AVG. 1.66 
DRIVING flee. 68% 

GREENS IN REG.38% 
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your distance about 15 yards or so. The 
game lets you use 12 power shots per 
round, and you can use them whenev¬ 
er you want —a little shot management 
thrown in for good measure, eh? Adding 
to the difficulty level is the fact that the 
game is just plain challenging, although 
golf “purists” will be able to fade, draw, 
and use back spin or top spin to help 
lower their scores. On the greens, putting 


is a little more lenient than most golf 
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one to choose from — the Green Country 
Club. What gives, only one course? Guess 
again, Sherlock. Much like the players, 
new courses will open up as you acquire 
them. And how does that work? Well, 
Hot Shots has a nifty little deal that 
rewards you with points for making cer¬ 
tain shots. For example, chip in from the 
rough and you’ll get five points. Make 
a birdie putt and youTl get 
three points. An eagle will 
get you ten, and a hole in one 
a lot more than that! And 
when you compete in 
Tournament mode, you can 
get serious points for win¬ 
ning it, and a sliding scale of 
points for finishing in the top 
ten. After you obtain 100 
points, you move up to Level 
2, and this opens up the 
Hawaiian Resort golf course. 

Moving up to Level 3 
requires another two hun¬ 
dred points, and so on and 
so on, all the way up to Level 
5. How, all of this may sound 
nice and easy (personally, 

I’m thinking of red hi-lights), but Hot 
Shots is by no means a cake walk. Part 
of the difficulty is found in the players 
ability — the first two can only whack 
the bail about 220 yards with their Taylor 
Made Burner Bubble Titanium drivers. 
So, those 500 plus yard par fives won’t 
find you putting for eagle, but you can 
use the “Power” option to help increase 


sims, but the greens can be just as hard 
to read, although Sony put in the grids 
and height indicators to help out. 

Add to all of this gameplay a minia¬ 
ture golf option (complete 18 holes, but 
no windmills or castles to shoot through), 
a three level tutorial system (beginner, 
average, and expert), and a pretty decent 
statistics tracker, and you’ve got a golf 



game that’s sure to please hardcore golf 
enthusiasts and newcomers to the sport 
as well. Heck, this may be a game that 
sells a million copies here in the states. 
Well, maybe not, but Hot Shots Golf does 
have enough in it to make it the best golf 
game yet, for the PlayStation, and a great 
GAME period. Check it out, you won’t be 
disappointed. 


Eric 
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Hot Shots Golf.» you've got a golf game that's sure 
to please hardcore golf enthusiasts and newcomers 
to the sport as well, Heck, this may be a game that 
sells a million copies here in the states* Well, maybe 
not, but Hot Shots Golf does have enough in it to make 
it the best golf game yet, for the PlayStation, and a 
great GAME period* Check it out, you won't be dis¬ 
appointed* 
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After a few months 1 worth of delays, ■HHHBS9HHHHHBSSSMHHHESI 
Sony has got NBA Shootout 98 ready to || II 

go (it should be out by the time you read II II 

this). If you have been following our II MBA II 

“Future Play” section over the last few I ttT ft II T II 

months, then you’re probably aware that II I mmmmrn m mm II I II 

Sony has put a ton of stuff into this game, I mm mm mm mm t m mm mm m II 

in hopes of keeping it as distinct as pos- || fOO II 

sible from the other basketball titles out I # IBB - II 

there, namely NBA Live 98 from EA II « ^ m m ^ II 

Sports. Of course, Midway didn’t embar- Has — Jjp II 

rass themselves with the release of NBA |l || 

Fastbreak 98, although Konami’s NBA In 8^ 
the Zone 98 certainly left a little to be simultaneously for a jam or simply X for 
desired. a tip-in. And if you’re still not satisfied, 

I guess the best place to start is by there’s also behind the back, between the 
mentioning all of the things that Sony put legs, and cross-over dribbles, accomplished 
into this game. Ok, so how about thirty by hitting the TRIANGLE button. Oh, and 
different dunks? How about the ability to one last move — if you want to spin left 
pick the dunk you want to do (or, in Sony- or right, just hit R1 and the correspond- 
ese, “Total Control Dunking”)? You’ve ing direction, and you’ll be a spinning fool, 
heard of Icon Passing, right? Now, there’s As far as shot selection is concerned, Sony 
Icon Switching and Icon Cutting (soon has the leaners and the fade aways, as 
to be followed up by “Icon Helpit”). Icon well as a cool “double lean-in” kind of shot 
Switching lets you change to that play- that’s almost an “up and under” type of 
er, rather than the typical “switch to move. 

the closest player with the ball” button, Graphically, Shootout 98 is by far the 
although that’s still available, too. And best looking of the new titles, although 
Icon Cutting lets you choose the player some of the courts look MUCH better than 
you want to make a move and cut through others (and, no, I don’t know why that 
the lane, done simply by holding down R2 is). The Motion Blended faces look as good 
and double tapping the appropriate icon, as can be, but the player names still aren’t 
But wait, there’s more! Also, included in on the back of the jerseys, 
this Swiss Army Knife of options, is the There’s no question that Shootout 98 
ability to control either “tip-jams” or “tip- has more features and more control than 
ins” by hitting either X and SQUARE any other basketball game to date, but is 


>Vm , si 


AVS F 


y N«YE y- PITCH Ut/tllsfOlItT j||UWM 
ZlEWIND R2PUY L2*R2tlD-N« C** KENT 


GAME 


46 SCORE 95 

22/81 [.2713 FIELD GOALS 44/114 [,385] 
2/19 (.105) --POINTERS 0/6 (.000) 
2/2(1.00) FREE llJtOWS 7/12 (.583) 
15 ASSISTS 38 

9 iff# 15 

29 BISCn 1) 

3/25 SEBOVND* : £0/« M||| 

13:03 POSSESSION TIME Ml' 




m^m , j 

■r.' ” 




SU J 


tpV 







3 fi *1 F 




*f | " J ■ 

a , f-TT7T)3> 






1-4 ^ - 



i'jm 



m 
























EXRA TED • Page 49 


playable (“One Player”), and even that 
angle is makes it difficult to see the action 
on the far side of the court. Free throws 
are way too easy (on any difficulty level) 
and the stats don’t adjust for the fact that 
you’re playing 3 or 4 minute quarters 
(averaging between 70 and 90 points a 
game), but the best computer teams are 
way above 100 a game. There are now 
TOO many blocked shots (how ironic is 


that?), and the arcade-ish emphasis leans 



it the best PLAYING game? Well, for my 
tastes, it’s a close call. Shootout 98, 
because of all the control possibilities, 
has a steep learning curve. Switching 
from R1 to spin, then to L2 to Icon Pass, 
then to SQUARE and X for Dunk and then 
LI and an icon for choosing your dunk 
can give even the most nimble fingered 
of you a headache. And to help confuse 
things, the L2 button seems 
to last a little too long as you’ll 
want to hit X immediately to 
shoot the ball but, instead, the 
computer will pass it to the 
‘X’ guy. Fortunately, passing 
without the use of icons works 
well, so you can bypass some 
of that! Shootout 98 is also 
a tremendous amount of fun. 

There are blocked shots a- 
plenty, and even the ability to 
chase down a guy from behind 
and block his shot! Then 
there’s turbo spin 360 dunks, 
nice alley-oops and tip jams, 
that, although a bit tricky and 
kind of rare, are very reward¬ 
ing. The stats data base is 


too heavily and slashing and jamming, to 
the point were you have to force yourself 
to take an outside jumper. 

W Tile these problems keep Shootout 
98 from being everything it could have 
been, it is still, nevertheless, a great game. 
Why? Playing it is always exciting and 
keeps your interest (although watching 
'immy do monster jams gets old), and 




solid, but not as deep as the one found in 
Live 98. Season play is quick and easy, 
as a four minute quarter game takes up 
about 25 minutes of your life. The inten¬ 
sity never lets up in gameplay, and is 
probably Shootout’s greatest strength. 

It does, however, have a number of 
weaknesses. First, the camera angles don’t 
cut the mustard — there’s only one that’s 


each game seems uniquely different. As 
much as some of the problems on the sim 
side bug me (by the way, who said “Don’t 
mean to BUG ya”?), there’s no escaping 
the level of gameplay to be had. Despite 
the few shortcomings, Shootout is the 
hoops game I will now play first, even 
though the overall package comes in sec¬ 
ond. 

Eric 
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and Juggernaut. It may have something to do with 
the size of the screen that I played the game on, 
hut all the mutants seemed much smaller than I 
remembered them. X-Men still holds a place in my 
Top Ten All-Time Stupidest Codes, for the timing- 
so-precise-that-even-if-you-know-it-you-stiU-blow-it 
Akuma code. Akuma is fun to play in X-Men, but 
it’s not worth having to play as lame-o Silver 


let and let it go. 

Not only does X-Men seem dated, but the play 
is absolutely horrible. While the review of Marvel 
Super Heroes, in the November issue of PS Extreme, 
talked about the game’s propensity to slow down, 
compared to X-Men it screams like a jet fighter. 
Playing X-Men is a slog through molasses, the very 
definition of the gaming phrase “slow down.” 
























































































of which character it is. I was getting tossed around 
by Iceman, for Pete’s sake, and he’s arguably the 
weakest character in the entire friggin’ game. Your 
computer opponent also seems to recover from 
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opponent is cheesier than ever. Although I don’t 
have the X-Men arcade game in my living room 
anymore (had to give it back), I’m fairly certain 
that the computer wasn’t this cheap originally. 


attacks a lot quicker than you do, blocking the first 



Samurai every time you blow the sequence. 

Character animation is stiff and choppy, almost 
unforgivably so, Logically, I can understand that 
the only way to get this game onto the PlayStation 
is to reduce the huge amount of animation that 
the sprites had. To the average gamer, however, 
this stinks. The fluid feel of the game is lost and 
the characters move with the poetry and grace of 
a gran mal seizure. This is most notable when play¬ 
ing with Colossus. The Russian Giant 
is left with only every third frame 
of animation that he once possessed 
—his arms go from his sides to full 
extension with nary a hint of move¬ 
ment in between and he tends to 
lurch into the air like a rocket-pow¬ 
ered boulder. 

The menu screens look slapped 
together, almost HES-like in their 
simplicity. It’s obvious that Probe 
simply dumped as much of the orig¬ 
inal arcade code as they could into 
the game, because all the little things 
that differentiate an arcade game 
from a console game are missing. 

There’s no extra modes, simply 
arcade or versus, for one thing; gone 
are the typical practice or team bat- 


one or two hits of your Super, then smacking you 
to the pavement. 

Why? Why did they bother? Rot only have 
they produced a game that’s unworthy of the coin¬ 
op, but they released it almost three years after 
the game’s debut. The pleasant memories that the 
X-Men once produced have long since faded, 
replaced by the progressive line of sequels that 


Capcom has pumped out in the interim. Compound 




tie modes that are the norm in fighting games 
today. Oddly enough, sound and voice test, color 
test and screen adjust and game conffg options are 
included in the game. These features are nothing 
more than the arcade debug options and are decid¬ 
edly out of place, not to mention virtually use¬ 
less (unless you really want to listen to each and 
every voice sample in the game), in a home game. 

On the AI front, it seems that the computer 


this with the fact that Capcom put out a PSX ver¬ 
sion of Marvel Super Heroes, the follow-up to X- 
Men, in October of ‘97 and that the company is 
currently planning on a Spring release for X-Men 
Vs. Street Fighter. Plain old X-Men looks silly com¬ 
pared to these titles and this version is complete¬ 
ly laughable. Unless you’re a die-hard X-Men fan, 
skip this one and pick up the much better, Marvel 


Chris 
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Not only hove they produced o gome that's unworthy of the coin-op, 
but they released it almost three years after the game s debut. The pleas¬ 
ant memories that the X-Men once produced hove long sinie faded, replaced 
by the progressive fine of sequels that Capcom has pumped out in the 
interim. Compound this with the fact that Capcom put out a PSX version 
of Marvel Super Heroes, the follow-up to X-Men, in October of '97 and 
that the company is currently planning on a Spring release for X-Men Vs. 
Street Fighter. Plain old X-Men looks silly compared to these titles and this 
version is completely laughable. Unless you're a die-hard X-Men fan, skip 
this one and pick up the much better, Marvel Super Heroes, 
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The ball was dead the second it hit the umpire. 

If you answered correctly then you obviously know 
your baseball and are exactly the kind of fan we 
made VR BASEBALL99 for. If you answered 
incorrectly, don’t worry, there are still plenty of 
games with pretty lights and neat sounds for rookies 
who are just starting to learn about baseball. 


CHECK OUT THE DEMO 
AT WWW.VRSPORTS.COM 


BASEBALL 99 
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VR Baseball 99. ifs a smarter, more accurate 
baseball game created specifically for baseball 
enthusiasts like yourself. People who appreciate 
an A! smart enough to know that Kenny Lofton 
should score from 2nd on a gapper to the wall and that a pitcher 
should walk Mark McGwire with a base open and the game on 
the line. This isn't just another baseball game. This is baseball. 


Actual screen shot. 


Detailed Player Animations and Motions for Collision 

When Darin Erstad breaks up a double play and slides into 
second, you see the shortstop get knocked on his butt. 


Quick-key Short Cuts 

We've quickened the pace of baseball by adding a variety of 
quick-keys, short cuts, and an innovative menuless pitching 
interface. Pitch to nearly an infinite number of locations 
instantly or throw a Greg Maddux fastball without tipping 
your hand to your opponent. 


True Attitude 

From shattered bats to ball players diving to catch hard liners 
and talking smack on the field. It's all in here. 


This is it. The baseball game for baseball purists. So, again, 
congratulations on passing our test. And now, to reward yourself, 
head over to your local video game store and pick up a copy of 
VR Baseball" 99. Play what you've been missing. 


www.vrsports.com www. bigieaguefs.coin 
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Fielding Practice and Homerun Challenge " 
- two bonus arcade style games. See what 
it’s like to make a diving catch througl»the 
eyes of Jim Edmonds, or challenge guys like 
Tino Martinez and get your name up on the 
leader board in the Homerun Challenge". 


Smarter Al really understands baseball. 
Cecil Fielder doesn’t bunt, pitchers 
are pulled when they get shelled, and 
fielders are strategically shifted. 


A “smart camera” always selects the best 
angle for gameplay in real time. You’ll see 
the players, even the outfielders, up close 
and in full detail as you make the play. 
So now when players like Derek Jeter stab 
a line drive, you’ll be right on top of 
the action. 
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Although Dead or Alive is a good game, I’m 
already grimacing in dread anticipation of the 
hairy-palmed remarks that will undoubtedly 
flow in a steady stream of Butthead-ish “huh- 
huhhuh” ’s and Beavis-like “yeah, yeah’”s from 
my fellow gamers. Evidently, someone at Tecmo 
Japan hit upon the ultimate way to make their 
3D fighter stand out from the rest of the pack 
by deciding, “If Tomb Raider was such a suc¬ 
cess with big polygon boobs, we can go even big¬ 
ger!” How, I’m not exactly the boy scout of 
the PS Extreme crew (far from it), but this is 
the kind of game that will raise a few eyebrows. 
I can only imagine the reaction of prototypi¬ 
cal Moms across the country as they stumble 
upon their kids playing Dead or Alive on the 
family TV. 

Dead or AJive started life as a Model 2-pow- 
ered arcade game, the very same arcade hard¬ 
ware that the ran Sega’s Virtua Fighter 2. Pm 
sure that Tecmo tweaked more than a few noses 


Warriors and Square’s Tobal Ho. 1. To keep the 
frame rate high while moving these large char¬ 
acters around, Tecmo sacrificed the cool 3D envi¬ 
ronments from the arcade game, substituting 
static 2D backgrounds instead — this should¬ 
n’t come as a big surprise to anyone who’s played 
one of the PS Tekken games. 

Tobal Ho. 1 and Dynasty Warriors, although 
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both good games, suffered from the same prob¬ 
lem — neither title had an arcade license to 
back up the home release. Yes, fighters are one 
of the most popular genres of games around, 
but what most companies still seem to overlook 
is the fact that players are more willing to bring 
home the game that they’ve spent a lot of time 
with in the arcade rather than a random Tekken 
or Mortal Kombat clone. Dead or Alive might 
as well not have a coin-op heritage, since it did¬ 
n’t seem to penetrate very far into the average 
gamer’s awareness (I consider myself to be 
an above-average gamer and I had never real¬ 
ly seen the game). 

Ryu Hayabusa from Tecmo’s classic series 


at Sega when they announced that they were 
going to be doing a PlayStation version of the 
game. You can’t really blame Tecmo for doing 
a PSX port; after all, they do need to sell some 
copies of this game, This translation shows once 
again that anything the Saturn can do, the 
PlayStation can do a hundred times better (and 
sell probably a hundred times as many copies). 

Graphically, the game is very nice — run¬ 
ning in the PlayStation’s high-res mode. 
Characters are all very detailed (in some cases, 
overly detailed) models that move quickly and 
smoothly despite their high poly count. Dead 
or Alive joins the thin ranks of 60 frame-per- 
second fighters, along with Koei’s Dynasty 










































thing lacking in the feeling of the game. The 
character design doesn’t quite match the qual¬ 
ity of the engine powering the game. Yes, gigan¬ 
tic bouncing breasts are funny, in an odd sort 
of way, but that shouldn’t be the focus of a game. 
Dead or Alive is a solid fighting game, but it 
doesn’t quite reach the elite status of some of 
the other current 3D fighters available like 
Tekken 2, Soul Blade, or Street Fighter EX. 

Chris 


ing game, with a series of defensive and offen¬ 
sive grabs. 

Like the Tekken games, DO A showcases 
a host of options and modes over and above the 
traditional single-player or vs. modes found 
in the arcade version. There’s Time Attack Mode 
— where you battle against both the comput¬ 
er and the clock. Danger Zone Mode— the entire 
ring becomes hazardous. If you get knocked 
down, the area on the floor you hit will explode, 
taking off even more damage. Survival Mode 
—you know, keep fighting with one energy bar 
to the death until it’s depleted. Kumite Mode— 
it’s you against 100 computer opponents. The 
object is to win high points and a fast clear time. 
Lastly, there’s Training Mode — where you can 
learn the necessary moves and combos to take 
down your opponents. 

The technical achievements of Dead or Alive 
are impressive, but there still seems to be some¬ 


make it hard to break new ground, 
but it’s irritating when you can 
recognize the character designs as 
knock-offs of other games. Bayman 
is nothing more than a dead-on 
clone of Rolento from Street 
Fighter Alpha 2, while old Gen-Fu 
is a combo of Gen from SFA2 and 
Shun, the drunken Kung Fu mas¬ 
ter from Virtua Fighter 2. 

The fighting style is similar 
to Tekken in that there are no 
wacky fireballs being tossed 
around the screen. Sometimes a 
good old fashioned brawl is much 
more enjoyable than flashy 
pyrotechnics and goofy super 
moves. The controls are nice and solid and 
the moves are fairly complex, so there will be 
some learning required in order to master each 
character. I’m also partial to the lack of ring- 
outs in the game. Blame it on my Street Fighter 
background, but I get ticked off when I lose a 
match by being tossed out of an arena. Much 
like Tobal, there’s a whole element of grappling 
and throwing that goes beyond the normal fight¬ 


of Ninja Gaiden games, makes an appearance 
as one of the selectable characters, joining with 
eight other fighters for a stable of somewhat 
generic fighters. Hayabusa is joined by chesty 
female fighters Kasumi, Tina, and Lei-Fang, 
WCW escapee Bass, requisite old man Gen-Fu, 
Russian Assassin Bayman, DJ and all around 
cool guy Zach (whose alternate costume resem¬ 
bles the Tick) and Jeet Kun Do master Jann- 
Lee. I realize that the sheer 
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The technical achievements of Dead or Alive are impres- 



sive, but there stiff seems to be something lacking 



in the feeling of the game. The character design does- 

-j 


n't quite match the quality of the engine powering 



the game. Yes, gigantic bouncing breasts are funny. 



in an odd sort of way, but that shouldn't be the focus 



of a game. Dead or Alive is a solid fighting game, but 

! 


it doesn't quite reach the elite status of some of the 



other current 3D fighters available like Tekken 2, Soul 
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Blade, or Street Fighter EX. 

'• - - —"----- J 

j 

fTi J 

a-* *-u ; 































































































" j 1 " r .v 

mgmte- ■ 




■-W 


'-.- >/- 


■ 




m 




EA Sports is going to be first in line 
this year as Triple Play 99 should be 
in stores by the time you read this — 
making it out to retail before MLB 99 
(Sony), VR Baseball 99 (Interplay), and 
Hardball 6 (Accolade). Last year, Triple 
Play 98 held the number one ranking in 
PlayStation units sold from May through 
July, and this year they’ve got the game 
out two months earlier. Will Triple Play 
99 have the same impact on baseball 
game players this year? Obviously, it’s 
too early to tell, and we can’t compare 
TP 99 to any of the other new baseball 
games, so we’ll have to let TP 99 set the 
standard, for the moment, and compare 
it to last year’s version. And away we 
go! 

As I like to do first, let’s take a look 
at what’s new for 99. More animations 
— last year there were more than 5,000 
frames of animation and now there are 
more than 13,000. That’s a huge change, 
and you’ll notice most of them right from 
the get-go. For instance, the first time I 
rounded third and headed home, my guy 
got into a collision with the catcher! And 
I knocked the ball lose — cool. You can 
also do a “turn and throw” where you 
scoop up the ball, jump up and then throw 
across your body. There’s also collisions 
between the outfielders, throwing from 
the knees, a cool new hit batsman, and 
even a bare handed scoop. The cameras 
are probably the second most noticeable 
change for 99, as the camera doesn’t pan 


across the field like it did last year. 
Instead, EA Sports has implemented the 
“cut screens” theory of TV viewing. For 
instance, you hit a chopper to third, throw 
to second for one, and then on to first 
for the double play. Here’s what the cam¬ 
era does; it follows the ball to the third 
baseman, then gives you a static screen 
of the second baseman catching and 
throwing the ball, then gives you a sta¬ 
tic screen of the first baseman catch¬ 
ing the ball. The system works well, as 
there is no delay when switching between 
the views. Also new is the addition of 
“Action Cams”. For example, hit a dinger 
(not a cheapie, but a whopper) and the 
camera angle is a close up of the bat¬ 
ter watching the ball leave the yard — 
in true Bany Bonds fashion. The play- 
by-play and color guys are back (Jim and 
Buck), and they offer new insights and 
a little more certainty to their statements. 
Of course, every time Jim tells Buck to 
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this picture. Another thing that should¬ 
n’t happen on the higher difficulty set¬ 
tings is the passive running traits that 
the computer shows. With two out, and 
guys on first and second, the computer 
should be sending the runners on con¬ 
tact, but it doesn’t. And doubles or triples? 
They’re as rare as a snow storm in 
Phoenix. Whenever you do hit a shot into 
the gap, the computer gets over to it so 
quickly that you either 1) don’t even try 
for second, or 2) get thrown out trying 
to make it. 

Even with these flaws, Triple Play 
99 is certainly more of a polished affair 
and a decent amount of fun, but just not 
as good as Triple Play 98. If you’re look¬ 
ing to purchase a baseball game this year, 
you may want to wait and see how the 
other titles stack up. And, for crying out 
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“spin us some yarn”, oP Buck rambles 
off some inane story about a base steal¬ 
er in the ‘40’s, while you smack a three 
run homer that goes totally unnoticed 
by both of them, because Buck’s too busy 
making a quilt! On the positive side, they 
do a good job of updating you with cur¬ 
rent stats and last year’s highlights. 

So far, so good. Eveiything, up to this 
point (the dreaded gameplay 
paragraph), has been an 
improvement over Triple 
Play 98. Unfortunately, the 
control doesn’t seem to be 
anywhere, near as tight as 
last years’ game. This can 
be seen mainly with the 
infield defense, but it also 
applies to the outfield. In the 
infield, routine grounders get 
by you time after time, and 
you find yourself whacking 
the X button repeatedly try¬ 
ing to turbo boost over to the 
ball. But, it won’t happen — 
you won’t get that ball. But 
the computer? Nooooo prob- 
lemo, Omar. It gets to every¬ 
thing, you get donut. In the outfield, you 
can get to a lot of the balls, but there are 
still too many fly balls that you can’t get 
to, even by whacking the turbo. Also, on 
the higher difficulty levels (there are 
now four), your pitchers get tired way 
too early. You’ll see Randy Johnson and 
Pedro Martinez getting tired after the 
third inning—something isn’t right with 


loud, would somebody please explain 
to me why EA made their baseball prod¬ 
uct with the year all messed up (and 
why did the other companies follow 
suit?)? Baseball is the only sport that 
DOESN’T cross over from December to 
January, and therefore the title looks 
ridiculous. Why not call it Triple Play 44? 
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Even with these flaws. Triple Play 99 is certainly more 


of a polished affair and a decent amount of fun, 


but just not as good as Triple Play 98. If you're look 


mg to purchase a baseball game this year, you may 


want to wait and see how the other titles stack up 
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PUBLISHED BY INTERPLAY — DEVELOPED BY PROMETHEAN 


Interplay continues to nudge their 
way into the crowded pack of console 
sports publishers in order to cash in 
on the huge video game sports market 
and bring out some good, if not great, 
product for the PlayStation. This being 
their second generation of sports titles 
under their “VR Sports” label (it start¬ 
ed with VR Soccer, then came VR Golf, 
VR Baseball, Jimmy Johnson VR Football 
and now VR Powerboat Racing), one 
would expect that they are well on their 
way to carving their own niche in the 
sports market and making a name for 
their VR Sports franchise — in some 
cases, they are. VR Baseball gave the big 
two (Sony and Electronic Arts) a run for 
their money last year and promises to 
deliver even more this year. Whereas 
titles like Powerboat Racing, with it’s “off 
the beaten path” concept and average 


istic feeling of skimming across the blue 
stuff. To give credit where credit’s due, 
Powerboat Racing comes the closest so 
far with, graphically, the most realistic 
representation of water yet. 

The overall premise is to race across 
a series of lakes, rivers and canals, span¬ 
ning the globe — from the good ol’ USA 



visuals probably won’t propel them to 
new heights. 

Powerboat is a pretty much out-and- 
out arcade racer. The concept of racing 
powerful speed-boats across the rivers 
and lakes of the world at break-neck 
speeds is a tempting premise that needs 
the graphical muscle and play mechan¬ 
ics to back it up. Everybody knows the 
N64 can do amazing water effects, but 
the PlayStation, which will be celebrat¬ 
ing its third birthday in America come 
this September, hasn’t even come clos¬ 
ing to portraying the undulating waves, 
the unpredictable currents and the real¬ 


to Moscow against six other racers, in 
an effort to come in first place — simple 
and fun. There is no competing for cash 
in which to upgrade your boat nor is 
their any kind of maintenance required 
to keep it running in tip-top shape. Any 
complexity that exists comes during the 
race. By using the R1 and R2 buttons, 
you can adjust the angle at which your 
boat points. This becomes an absolute 
necessity when jumping over ramps, 
obstacles and the like. If you don’t keep 
your speed-boat angled upwards when 
it’s in the air, it will most likely land nose 
first into the water and submerge, con- 
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great, with, nice transparencies from the 
splash and wake your boat kicks up. 
There is a bit of pop-in, but it’s not intol¬ 
erable. Unfortunately, the frame rate 
is a bit jumpy, going anywhere from 35 
to 15 frames per second depending upon 
how many objects are on screen at any 
one given time. That’s my main com¬ 
plaint about the game. When you think 
about speed-boats, you envision those 


ESPN shows where the boats go so fast, 



they sometimes break apart at high 
speeds. The only other negative is the 
dude who’s doing the announcing. What’s 
with this guy? Be prepared to hear the 
same three phrases over and over and 
over and over. I know it’s nitpicking, but 
it seems like the developers were trying 
real hard to “emulate” some of the ele¬ 
ments of Wave Race. 


sequently slowing you down while your 
opponents zip by. This factors in when 
you’re skimming on top of the water as 
well. If you angle your boat down a bit, 
the steering is more responsive but you 
lose speed. If you keep it pitched upwards 
the whole time, you might stay at top- 
speed but keeping your boat from careen¬ 
ing off the sides of the track becomes 
a full-time job in itself. 

Another notable feature 
of Powerboat is the way the 
tracks transform as you race mf IK! 
your laps. For instance: in ||/ | 

New York, you might be rac- H > 
ing down a straightaway and IL ]'J: * .. 
someone tosses a junked car I? 
over the side of the track. IL J-' 

Next time around, a barge H 
pulls in front of you blocking I 
the path you took before, I 
making you swerve and go 
through a now-open tunnel. II P'V 
Besides the competitive H 
nature of the computer con- 
trolled opponents, it’s this 
apparent randomness that 
keeps you alert and on your 
toes throughout each race. The tracks So, where does that leave us? 
also have random weather patterns. You Powerboat Racing isn’t going to break 
can pick a single race once and it will be any new ground, create a new category 
raining; pick the same track again and of water sports racing, or win any 
it’s snowing. Although, as far as I can awards, but it’s worth playing if you’re 




tell, the varying weather conditions have 
no effect on the gameplay whatsoever. 

Powerboat Racing’s graphics are a 
mixed bag. It looks good and the water’s 


into racing games or are a big water¬ 
craft fan. With that said, it just makes 
it into the Silver category with a rat¬ 
ing of 81%. 
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So, where does that leave us? Powerboat Racing isn't 
going to break any new ground, create a new cat¬ 
egory of water sports racing, or win any awards, but 
it's worth playing if you're into racing games or are 
a big watercraft fan. With that said, it just makes it 
into the Silver category with a rating of 81%, 




















































































Ok, I’ll go out on a limb and say that 
NCAA March Madness is the best col¬ 
legiate game of hoops to be found on the 
PlayStation. Obviously, when you con¬ 
sider that the only competition in this 
arena is NCAA Pinal Pour from 
Mindscape (a thoroughly incompetent 
game that came out last year, and sold 
roughly six copies), then you realize 
that the limb wasn’t so long after all. 
Yes, this is the second game of hoops 
that lets you play as one of the hundred- 
plus Division IAA schools, but the first 
that lets you play as one of a handful 
of women’s teams (although I’m not 
sure if our 8% female readership that 
plays 99% RPG’s is the target audience 
for that portion of the game!). For those 
of you out there that are thinking that 
this game is just a watered down ver¬ 
sion of their NBA Live 98 title, you’ll 
need to re-adjust your thinking caps; 
try “totally different.” And, as you’re 
about to learn, this may not be such a 
good thing. 

Two things came to mind after play¬ 
ing half a dozen games into my season: 
(1) highly tweaked difficulty level 
(intended, no doubt, for those of us that 
found no challenge in the one player 
mode of Live 98), and (2) there’s a lot 
of ideas that got left on the table for MM 
98. First off, let’s just say that the devel¬ 
opers (Tiburon) wanted to make the AI 


out altering your teams’ roster (ie, cre¬ 
ating a couple of studs) you’ll find your¬ 
self getting waxed by such powerhouses 
as San Jose State and Duquesne (heck, 
they shot 75% against my Bruins). Yes, 
and this would be with the difficulty 
level set at the default “Sophomore” 
level. The manual says that the players 
are rated based on last year’s individ¬ 
ual player stats, but it never material¬ 
ized in on screen performance for my 
guys (which, by the way, UCLA has POUR 
future first round draft picks in the 
starting lineup). The outside shooting 
capabilities for the majority of players 
is decidedly poor — it kind of reminds 
me of when we used to let Pooh have 
anything he wanted outside the key! In 
other words, keep the guys out of the 
key and you should be fine. Of course, 
this leads to another concern of mine. 
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as tough an opponent as most sophis- and that would be that blocking shots 
ticated gamers could handle. Well, with- (here I go again) isn’t as highly tuned 
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board? Heck, even when you look at 
your teams individual player stats, it 
doesn’t give you points per game (or 
assists, rebounds, whatever), only a 
total number of points. Great, just what 
I want to know — that number 33 PF 
has 230 points and 41 assists. Which 
leads to another point, why no names? 
Wow granted, they can’t use their real 
names, but at least give us the chance 
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to edit them out and put the appropri- 




as it should be. The computer constantly ate names in. To further illustrate the 
runs over you with dunks and layups, bare-bones approach to March Madness 
and as hard as you may try to react 98, there are no fade away jumpers, no 
and get up there to block the shot, it lean ins, no cross over dribbles, no noth- 
just won’t happen. Sure, you CAW block ing but a bunch of plain oT dribbling, 
shots, but you can’t stop the guy once And the camera angles are about half 
he goes into one of the dunk or layup the number that are available in Live 
animations. And that just sucks. OK, so 98. It’s like a big ol’ empty cookie jar! 
let’s get back to the fact that you’ll need There are some good things in 
to create some great play¬ 
ers in order to compete a lit¬ 
tle more evenly. You’ve got 
four choices, right (fresh¬ 
man-senior)? You only get 
200 points to distribute 
among the many player 
attributes if you choose 
freshman, but you’ll get 350 
if you go with a senior (and 
250/300 for sophomores 
and juniors, respectively). 

So, that choice is easy — we 
pick SEWIORS! One last note, 
though, and that is that even 
after you add your created 
players, you’re still going to 
find MM 98 challenging, and 
absolutely brutal when you 



kj 




play a top ranked team (nothing like 
being whipped by 30!). 

The other, and probably more con¬ 
cerning, issue is that it seems as if EA 
Sports gave us a stripped down version 
of a basketball game. I mean, they’ve 
been making hoops games for more than 
a dozen years, and now they’re going 
to leave out things like a stats leader 


March Madness 98, like an easy to use 
play calling system (and lots of plays 
to choose from on offense and defense) 
and a nice college atmosphere. 
Unfortunately, the complete omission of 
the features that hoops’ fans have come 
to expect is a travesty, and makes WGAA 
March Madness 98 a game to be rent¬ 
ed only. 


Eric 




? 


COMPATIBILITY 


A 

1 to 8 ' 


Players 


There are some good things in March Madness 98, 
like an easy to use play calling system (and lots of 
plays to choose from on offense and defense) and 
a nice college atmosphere* Unfortunately, the com¬ 
plete omission of the features that hoops' fans have 
come to expect is a travesty, and makes NCAA March 
Madness 98 a game to be rented only. 
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THE BASICS 


Playing the Easy Mode gives you much more ammunition and 
makes the game much less challenging, but it also closes off most 
of the game's secrets* so it's absolutely not recommended* (Our 
walkthroughs are for the Normal Mode,) 


you if you're poisoned (which slowly drains you to the Danger 
level)/ Green Herbs heal damage and Red Herbs make a Blue Herb 
or Green Herb stronger* You can mix Herbs in any combination* 
and mix two or three of them into a single item. (Blue + Green, 2 
Greens, Green + Red, 2 Greens + Blue, 3 Greens, Blue + Green + 
Red*} 


reload rate, (Claire even fires 
it while fanning the hammer. 
Awesome.) If you're ploying 
as Leon, you have a choice of 
two outfits (skull-logo bomber 
jacket ond blue jeans or mus¬ 
cle T and official R*P,D. cap), 
Leon also magically learns to 
fire the Hand Gun one-hand- 


* When you beat a character's first mission* you can try the other 
character's second mission. The second mission has items in new 
places* several new areas, several new monsters and the real end¬ 
ing for each. There's also a bit of puzzle and item crossover; in sev¬ 
eral places* what you do in the first mission affects the other 
character's second. 


SECRETS 


When you beat the game, you're 
issued a ranking from A to E, A 
being the best* Several of the game’s 
secrets depend on your achieving 
an A or B ranking. So how does it 
work? Well, the basic system is this: 

A for finishing in under three hours; 

B for finishing in 3 to 5 hours, C for 
finishing in 5 to 7 hours, and D for 
over 7 hours, If you use any of the three Infinite Weapons [read 
on)* your ranking is lowered by one* Finally, the ranking is also 
affected by how often you save and how many First Aid Sprays 
you use, Here ore the safe combinations: 0-6 Saves/0 Sprays; 0 
Saves/1 -2 Sprays* 1-3 Saves/1 Spray. The general rule, then: if 
you save, you can only use one Spray* And remember that you can 
use as many Herbs os you wont. 
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ed, and at twice the normal 
speed. If you change outfits 
in the first mission, the char¬ 
acter wears his/her new 
clothes in the other's second 
mission* You can return to 
the special locker and don 
your original uniform at any 
time. 


ft ANKiNG 


As you've probably already noticed. Resident Evil 2 uses a com¬ 
bination of 2D graphics (backgrounds) and 3D graphics (charac¬ 
ters, monsters, items). Whenever you enter a new room* look for 
objects less detailed than the background, (Pushable Items are a 
glaring example.) These 3D objects can usually be moved or taken. 
Not every item that can be taken can be seen. Try searching cab¬ 
inets, crates, items of clothing—anything that might conceal a good¬ 
ie. Items that CAN be seen will usually sparkle* 


* You con earn up to three weapons with unlimited ammunition 
for playing through the game with pizzazz. Beat the first mission 
with an A or B ranking in under 2:30 for a Rocket Launcher, Beat 
the second mission with an A or B ranking in under 3:00 for a 
Submachine Gun. Beat the second mission with an A or B rank¬ 
ing in under 2:30 for the Rocket Launcher, Submachine Gun, and 
the Gatling Gun, a weapon that can only be obtained ond used 
this way. 


Unlike some adventure games where your on-screen alter ego has 
bottomless pockets, Resident Evil 2 places a limit on the number of 
items (including weapons) a character can carry; Claire and Leon 
can only cart eight thingmabobs at once (ten with the Side Pack* 
found a considerable way into the adventure). This means ifs impor¬ 
tant to carry only the items you always need, leaving stuff you 
don't immediately need in one of the game's Item Boxes. So what 
counts as items you always need? One or two weapons and 
their ammo, along with a healing item (combined Herb or First Aid 
Spray). You can't carry around all the weapons you accumulate by 
the end of the game* tempting as it is* 

it's crucial to always have at least one free inventory slot to pick 
up any item you find. Nothing is more frustrating than finding 
something cool and not being able to take it because your pock¬ 
ets are already full. 

Keep an eye on the ammo in your current weapons, and always 
make sure you're loaded up before getting into a firelight* You can 
reload from the inventory screen by combining the ammo with the 
weapon* which is much faster than when they automatically do 
it while firing. You don't want to get caught reloading your weapon 
when a zombie is inches away from taking a big ol' bite of Lean¬ 
er Cloire-meat. Which reminds us: Rotate the D-pad whenever 
you're being bitten by a zombie to throw it off. If it only gets In one 
bite instead of two* you reduce the damage and maybe knock over 
a few zombies when you shove the biter away, 

Cla ire's Grenade Launcher can hold an endless amount of any 
grenade type, so combine them into the Launcher to free up inven¬ 
tory slots* 


You’re told about this secret when 
you beat either character's second 
mission. Start the first mission. 
Normal Mode, and play from the 
beginning without picking up any¬ 
thing , No ammo, no weapons, no 
nothing* When you reach the 
entrance of the R*P*D„ go down the 
stairs to find Brad Vickers* the chop- 
per pilot who saved Chris and Jill's 
bacon in the original Resident Evil, 
Brad is a VERY strong zombie and 
takes many more shots to kill—def¬ 
initely more shots than you have in 
your Hand Gun when you encounter 
him. Thus, ifs best to enter the R*P.D. 
for more ammo or a better weapon 
and come back. Once you "activate" 
Brad, he’ll wander around here until 
you kill him* Search Brad's body for 
the Special Key. [If you encounter 
Brad in the first mission* you'll also 
find him in the second mission—but 
in the second mission, you cart grab 
items,) 

Take the Special Key to Dark Room 
IF (the film-developing lab} ond use 
it to open the locker* you're pfay- 
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Playing as Leon, in the Police Station's Basement Hall, go out the 
northeast door to the outside area with two Cerberus (dogs). With 
your back to the man¬ 
hole, walk forward to r 
the next camera view. 

Fire away with the r rp-i 

Shotgun to see holes in v I LdvT 1 

the screen! 


To play "The 4th 
Survivor" mission, you 
have to achieve an A 
ranking in Claire's or 
Leon's second mission. 

After the ranking 
screen, you save the completed game, and then you save Hunk's 
scenario, to be loaded and played* (Hunk, of course* is one of 
the troopers who appears in the video sequence shown about 
halfway through the first mission.) 


CAME START 

EXIT 


Resident Evil 2 lets you save the game only when you use an Ink 
Ribbon at o typewriter. The Ribbons are in somewhat limited 
supply, which means you have to think carefully about when 
and where you save. (RE2 is fairer than RE1 in that typewriters and 
Ink Ribbons are more evenly spread out throughout the game,) 
The rule of thumb is, save whenever you find a new typewriter. 


To play "The Tofu Survivor" mission, you have to beat six mis¬ 
sion in a row, and obtain Hunk. Beat a first mission, then beat 
the second mission, the first mission again, the second mission 
again, the first mission a third time, and the second mission a third 
time (whee). You have to obtain an A ranking in one of the first 
two second missions to earn Hunk's mission. Tofu's mission is the 
same as Hunk's, except that he only has a Knife (i). It's extreme¬ 
ly difficult, to say the very least* 


If you’re mostly just fighting zombies* you don't need to heal 
until you're at the Danger level, But against stronger enemies, heal 
when you reach Caution. 

There are three types of Herbs in Resident Evil 2* Blue Herbs cure 


ing as Claire, you don a Western 
outfit and earn the Coft S.A.A., a six- 
shooter with an incredible firing and 



"“IT T | 

W^v' 

V ; f 

n 

\ | | 

'r;,' 

C l I 




\ s 




-iff i 1 



ki, in 

K 

1 

Pi, 

Ti .. 



* 
























EXAMINE • Page 63 


You hove 18 rounds in the Hand Gun, and the Knife isn't sharp enough 
to cut through water, so don't fight the half-dozen zombies on this 
stretch of street unless you truly want 
to be the victim of a life-ending gang- 
munch. Walk forward until the 
screen shifts to a new view, then 
turn and run upward around the 
lamppost to avoid the line of two 
zombies* Run forward and weave 
through several more undead dudes 
until you find the door of the Gun 
Shop Kendo. 

Walk forward and you're ordered 
to halt by a gruff-voiced dude with 
a Shotgun. Mr, Paranoid locks the 
door behind you as he confesses he 
doesn't know what the hey is going 
on. Run behind the [eft-hand counter 
(in the southeast corner) and take 
the Hand Gun Bullets, Go behind the 
right-hand counter (west wall on the 
map) and watch dispassionately as 
zombies smash through the glass and eat your acquaintance. Take 
the second box of Hand Gun Bullets and move back to the counter 
entrance, then aim and fire at the 
conga line of four zombies. When 
the scary music goes away, the crit¬ 
ters are ail dead. Walk to the dead 
man and take the Shotgun. Only 
four shells, but we'll moke them 
count, leave out the back door into 
the Alley, 

Run forward to a gated basketball 
court. (The zombies won't open the 

gate unless and until you run to the end of the Alley.) Yank out the 
Shotgun and face the gate. When both zombies are grouped togeth¬ 
er, aim the Shotgun high and fire to 
vaporize their heads. More satis¬ 
fying than a Costeo-sized box of 
Snickers! Run to the van and take 
the Hand Gun Bullets out of the back 
as the single zombie bangs through 
the gate. Turn around and shoot him 
to the ground, then run past him r w — 
to the court. Much as you'd enjoy ■P«3- 
dunkinq in the zombie's face—or, w*/* 


dunking in the zombie's face—or, 
heck, literally dunking JUST hrs 
fate—it's wiser to save the sports 
for later, so run around and through 
the door. 


m 


Follow the walkway to a trash 
dumpster. At the bottom, search the 
open trash tan for Hand Gun Bullets. 

Climb onto the dumpster and you 
have several options. #1: Shoot the 
female zombie 'til she falls, then run 
along the wall to dodge the other 
zombies (except the fast, who you 
might have to run around on the 
other side), #2: Let the zombies 
bunch up at the dumpster and 
expose their innards with an aimed- 
down Shotgun blast. Leave the Alley 
and it's back to Main Street, where 
four zombies are busily desecrating 
the corpse of a law-enforcement offi¬ 
cer. But when they get a whiff of 
Leon and his hair gel, they're after 
him. Hop on the Midtown Bus, Gus. 

Take the Hand Gun Bullets, then turn 
and aim downward. Wait for a 
crawling zombie to appear on the 
screen; shoot her quickly and imme¬ 
diately aim up to kill the second walking zombie. Listen for him to 
hit the floor, then sprint forward and exit the other side. And, no, 
you don't need to give the driver exact change. Run upward between 
the first two zombies and stay against the cars as you run to the left 
and through the gate. The grassy courtyard has two zombies, so 
be safe and even smart and use the stairs instead. Take the Green 
Herb on the left side of the planter before entering the RPD's Main 
Hall IF. 


Head through the northwest door and talk to your grievously wound¬ 
ed friend ("Your party has been canceled"?!) about Umbrella and 
S.T.A.R.S. and nasty viruses. He gives you a Blue Card Key and jams 
his pistol in your face to make you leave. Why can't he just admit he 
wants to be held? Go to the computer and use the Blue Card Key 
to unlock the side doors. Take the 
Ink Ribbon and use the Typewriter 
to save the game. Snatch the box 
of Hand Gun Bullets (now with 30 
bullets instead of 15 for twice the 
braimsplattering fun!) and go 
through the southwest door into the 
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Read the Police Memorandum on 


the bench for the safe combo* Open the Item Box and get rid of the 
very unnecessary Knife. Walk through the southwest door to South west 
Hall 1F and do a double-take as something crawls past the window. 
Search the headless cop's body for Hand Gun Bullets and walk for¬ 
ward to the pool of blood. Before you can test to see if if s just straw¬ 
berry Jell-O, you're attacked by the licker, a mighty creature with 
an even mightier tongue. Aim downward with the Shotgun and 
fire two blasts for a quick and bloody death. Without the Shotgun, 
it takes seven or eight Hand Gun blasts, meaning you'll take a few 
tongue-lashes, Move forward and pick up the Green (keen) Herb, 
then walk through the north door to Northwest Hall IF, The double 
doors lead to the Briefing Room* 


Pick up Operation Report 1 in the northeast corner for what we in 
the writing biz call "backstory." Enter the back room and search the 
southwest corner for Hand Gun Bullets, then use the lighter on the 
Fireplace to reveal one of two Red 
Jewels* Return to Northwest Hall 1F 
and go through the east door to West 
Stairwell IE Immediately swivel to 
the right, run past the female zom¬ 
bie (who has a very bad case of not- 
so-fresh feeling), then turn around to 
kill the four zombies. Sprint around 
the corner and under the stairs. Take 
the two Green Herbs and go through 
the door into the Dark Room. 


Dump the Red Jewel into the Item 
Box. The locked cabinet in the comer 
can only be opened with a special 
key (see Secrets), Pilfer the cabinet 
next to the typewriter for Hand Gun 
Bullets* Take Hie Ink Ribbon from the 
desk and save if you wanna. Return 
outside and up the stairs to the sec¬ 
ond floor and Statue Hall 2F. Run to 
the end of the hallway for what very 
sadly is the game's hardest puzzle. 

Shove the busts onto the floor pan¬ 
els so they face the center statue. If 
you accidentally push either bust into 
a wall, leave the Hall and return to 
reset the busts. When the busts are 
in place, the second Red Jewel drops. 

Take it and go through the west door 
into Southwest Hall 2F. Kill one of the 
two badge-wearing zombies with 
your lost Shotgun shell, or sprint past them as you enter the east 
door into the S.T.A.R.S, Room, 


Open the locker in the southwest corner and fake a second Shotgun 
(put the first one into an Item Box when you can). Peek inside the 
medical bag in the corner for a First Aid Spray. Search below the 
S.T.A.R.5. poster on the wall for Hand Gun Bullets and read Chris's 
Diary on his desk. Underneath the Diary is a Unicorn Medal* Claire 
shows up and lean gives her the 
news about her bro, then hands her 
a radio. Now trace your path back 
to Main Hall 1F* On the way, you're 
scared stiff by zombie arms in 
Southwest Hall 1F that shake you 
around a bit, but don't harm you. 

Weird, jn the Lobby, put away the 
extra Shotgun and Red Jewel. 


Map. Leave the office and walk into the east hallway. Search the 
dead dude for Hand Gun Bullets. The door next to your bloated friend 
leads outside to an area with three Green Herbs, although the upstairs 
door is locked. Return to the Main Hall and into Southwest Hall IF 
(with the blood pool), opening a few inventory slots on the way, then 
go through the locked east door into the File Room. 


Search the boxes near the door for an Ink Ribbon, then go around 
the comer and push the stepiadder 
straight ahead into the wall. Climb 
onto it and take the Crank. Search 
the files just to the right of the crank 
cabinet for a Patrol Report, Go up 
to Southwest Hall 2F, dropping the 
Crank in the Dark Room's Item Box 
on the way. There are still two or 
three zombies here, so kill them 
with the Hand Gun and go through 
the south door (discard the Spade 
Key) into the Lounge 2F, 

Immediately turn to face the pack 
of five cannibal zombies (although 
is it really any grosser when they 
eat their own?) and draw the 
Shotgun, Take a few steps forward 
to pique their interest, then back 
up and wait. Two dose-range blasts 
should kill almost all of them, and 
the Hand Gun makes for a fine clean-up tool. Run north up the hall 
and check out the closet on the left wall for Hand Gun Bullets, Go 
to the east door and unlock it with the Small Key for the Hand Gun 
Parts, Use the parts on the Hand Gun to turn it into a semi-automatic 
weapon. Tap the fire button for o single shot, hold it very briefly 
for two, and mash rt for three* Walk through the door into the Library, 


Take the Red Herb from the desk in the southeast corner and climb 
the stairs. Walk to the northwest corner of the walkway and it col¬ 
lapses, dropping you into a hidden 
area* Gaze upon the picture for the 
solution to the next “puzzle". Press 
the button and walk outside, then 
shift the shelves to match them up 
with the picture* Return to the pic¬ 
ture and take the Bishop Plug. Walk 
through the east door to Main Hall 
2F. Blast the four zombies with your 
newly souped-up Hand Gun, then 
push the button on the emergency 
ladder for a shortcut to Floor 1F. Walk through the southeast door 
into Waiting Room 2F. Take the Small Key off the couch and read the 
Secretary's Diary A on the desk. Save the game, or just take the 
Ink Ribbon by the typewriter. Place unneeded items (such as the 
Bishop Plug) into the Item Box and go through the east door to South 
Hall 2F. 


Immediately turn and shoot the first zombie, then shoot the flam¬ 
ing zombie (is this game the coolest, 
or what?!) behind him. Walk 
through the south door into 
Southeast Hall 2F* Save your ammo 
and avoid blasting the crows. Walk 
through the south door to the stair¬ 
way with the three Green Herbs. 

Take what you need, then return 
to the Hall, Run along and frisk the 
cop for Hand Gun Bullets, then run 
to the north door, which leads to 
the Roof. Sprint past the flaming 
helicopter and down the northeast 
stairs to the Alley. Avoid wasting 
ammo on the zombies down here, 
since this is a one-time-only trip. 

Run to the northwest door and 
enter the Cabin, 

The desk in the northwest corner 
has Hand Gun Bullets, an Ink Ribbon and a Valve Handle, Don't open 
the west door, as all that's behind it are two zombies. Return to the 
Roof. Run to the east door and into the passage behind the chopper, 
Use the Valve Handle to burst the water tank above the burning 
wreckage. Check out the pilot's door of the helicopter for Hand 
Gun Bullets* Return to an Item Box and take the Jewels, then go to 
South Hall 2F. Walk around the no*ionger-flaming wreckage and 
through the east door into the 
Chained Statue Room. Place the 
Jewels into the female reliefs to 
open the center statue. Take the 
King Plug Inside the chest and the 
Precinct Diamond Key on the crates 
near the left-hand relief. Pick up 
the Shotgun Shells near the boxes 
in the northwest comer. Return to 
an Item Box and put away the Plug, 
then run to West Stairway IF. 

Unlock and go through the south door into the Ammo Room. 
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Aim and fire the Shotgun at thefuzzbuckets to quickly take them out. 
There are also two more zombies behind the cabinet. Search the mid¬ 
dle cabinets for Shotgun Shells, and the cabinets around the comer 


Walk up to the statue, place the 
Unicorn Medal into the circular base 
and take the Precinct Spade Key* Save 
the game at the typewriter and go 
through the southeast door to 
Southeast Hall IF, Turn left and walk 
forward to the new camera view, 
then use the Shotgun to waste the 
half-dozen zombies. Two blasts 
should kill most of them; finish the 
rest with the Hand Gun, Take the Green Herb in the northwest cor¬ 
ner and go through the northeast door into the Northeast Hall IF. 
There's a zombie just Inside the door, so stand and shoot him from 
where you stand. There are three more undead around the corner. 
Continue down the hall and take the Red Herb near the blue-green 
door. Combine it with the Green Herb. 

Enter the west door and take the 
Small Key on the table. Return fo the 
Southeast Hall and through the south¬ 
east door into East Office IF, 

Immediately run forward for a new 
camera view, then position yourself 
behind a desk and let the carnage 
unfold as you kill the four zombies. 

The "sleeping" zombie on the floor 
can be avoided or killed with three 
bullets in the back. Take the Ink 
Ribbon on the desk in the middle of 
the room (near the celling fan). Enter 
the small office and check behind the 
desk for a hidden Green Herb, Open 
the safe (combo 2236, as mentioned 
in that "secret" memo) and take the 
Shotgun Shells and Police Station 
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through it Go through the east door, then draw the Hand Gun and 

kill fhe two Cerberus as they charge* five shots each will cause them 

to yelp and bleed. Go through the north door* Take the Sewage 

Disposal Map from the wall and climb down to the bottom of the 

room* Push the crates against the wall » ■ ■ ■ ■ 

to form a line* Climb back up and 

move the lever to fill the basin; the 

crates float upward and create a 

makeshift bridge* Run across and 

take the Precinct Club Key from fhe 

shelves* 


(near the wall} for Film, Return to the ^ t 

Dark Room just a short hall away* 7 ?\\ j[ j 

Enter the lab and develop the Film A ^ j ^ 

for a photograph of a "Human Body 

Experiment*" Return to the Ammo 

Room and through the south door into 

West Office 1F* Equip the Shotgun, aim 

upward, and immediately blow the / 

head off your police friend turned 1 1 11 1 ^ 

zombie freakazoid. Take the Precinct Heart Key from the desk adja- 

cent to his oozing corpse* Outside, take the Hand Gun Bullets in the 

east locker and the Green Herb in the northwest comer. Go to Northeast 

Hall IF and through the north door with the Diamond Key into the 

Questioning Room* 


Shoot with the Magnum, the most 
powerful weapon against this boss; 
it takes about ten Shotg un blasts and 
close to thirty Hand Gun rounds, 
which is, put simply, a big-ass waste* 
Whenever the creature gets dose, he 
spits out little body-hugging critters* 
Shake them off by rotating the D-pad 
and shoot them with the Hand Gun, 
or run over the little blighters* Now 
pop the Plugs into place and go 
through the northwest door* You meet 
up with Ada in the next area and give 
her a severe scolding* Jump into the 
drink and through the north door, 
then run to the west door in the next 
area into the Control Room* 


Return outside and run to the south- | I 

east elevator* Go down to a small 

room and take the Shotgun Shells* Return to Ada's starting posi¬ 
tion and she throws Leon the Club Key and Shotgun Shells before 
splitting (and triggering another of Leon's pathetic wails)* Pick up the 
Shells and Key and return to the Basement Halt* There are two Lickers 

in the Hall; frog them with two m wm - jg / — 

Shotgun blasts each* Run through the I ? &4 3 

north door into the Switch Room* Use I; i# | -7 

the switch panel in the northwest and 
throw the switches Up, Down, Up, 

Down, Up* This activates the card 
reader of the Weapon Storage room* 

Return to the Basement Hall and go 

through the southeast door into the ____ 

Autopsy Room with your Hand Gun 
loaded and ready* 


Walk in with your Shotgun at the ready* Take the Cord and First 
Aid Spray off the desk and the Rook Plug from the shelves* Run 
out of the room and return to Southwest Hall IF; if the Licker pins 
you inside, kill him with the Shotgun* During your journey, drop 
off the Rook Plug in the Lobby's Item Box* Also use the Small Key 
to unlock the drawer in the corner of the Lobby and take the Hand 
Gun Bullets inside. Walk to the sparking box in the southwest cor¬ 
ner and use the Cord to repair it and close the shutters* This keeps 
out several zombies during Claire's second mission* Go to the East 
Office and through the northeast door (which you can now unlock) 
to Far East Hall 1F. 


Take the Ink Ribbon, save the game and read the Sewer Manager 
Fax on the table* Search the northwest comer for Hand Gun Bullets, 
and snag a First Aid Spray from the lockers across from the eleva¬ 
tor* Push the cabinet on the west side *»-■- —— ... ■ . 

of the room to reveal a door to the 
Warehouse* Climb down the ladder, 
stumble into the comer and light the 
lantern* There 1 ; another one on the 
other side of the room* Search the 
southeast corner for Shotgun Shells ! l 

and the middle shelf for Magnum ; 

Bullets* Climb back to the Control ^ 

Room and use the elevator* At the j 

bottom, Leon takes a bullet for Ada, I 

who decides she has to "talk" to 1 

Leon's would-be assassin* Wha?t \ ■ j Vi 39 ? 


Two health-restoring Green Herbs are next to the door as you enter* 
You could have used the Cord here to close the shutters, but it was 
better served in the other area, as you learn in Claire's second mis¬ 
sion* Go down the north stairs to Basement Hall* Bust out the Shotgun 
and kill the first Cerberus with two blasts (which can be from any 
range)* Continue down the hall to two more critters* Get them to 
attack, then run back up the hall and ■ ■ . ■ ■ ^ 

prepare to fire* (If you wait for a 
Cerberus to pounce on the second shot, 
his head explodes as a gory reward 
far your shooting skill*) When the 
doggies are dead, go through the 
north double doors into the Switch 
Room* (You also have the option of 

going out the northeast door, killing _ 

two more Cerberus, and climbing 

down a manhole to a room with an Item Box, Red Herb, Ink Ribbon 
and typewriter, but the area can be avoided if you're chicken.} 


Run into the southeast corner-^that falling door scared you, didn't it, 
wussy boy? Didn't it?J—and take the 
Red Card Key out of the cabinet* Doing 
this causes the zombies to attack in 
a big ol' gang* Fire away with the 
Hand Gun and watch the plasma spill* 

Return to the Basement Half and use 
the Red Key to open the door into 
Weapon Storage* What you leave 
now, Claire will take on her second 
mission* Grab the two cases of Hand 
Gun Bullets, Shotgun Shells, and the 
Submachine Gun, leaving the Side 
Pack for Claire* The Side Pack adds 
two more storage slots, very useful 
for Claire's different types of Grenade 
Launcher ammo* Return to Far East 
Hall IF and open fhe north door (past 
the stairs) into the Watchman's Room* 


Take the Green Herb in the southwest comer and the Police B1 
Map in the northeast comer* Return outside to the Hall and go through 
the southwest door into the Parking Garage. Run into the Garage 
until someone pops a pistol shot at your feet. It's Ada Wong, private 
eye, looking far Ben, one of those 
reporter types* Help push the truck 
aside and enter the Prison Block* Ada 
splits as Leon screams so loud that his 
voice practically cracks* Run all the 
way to the west and go through the 
south door to find two cells* The north 
cell has a couple of Green Herbs; the 
south cell has Ben. Ada shows up and 
talks to Ben, who's filled with attitude 
and won't let you into the cell* Ada 
splits again* Turn and take the 
Manhole Opener from the corner 
shelves* Return to the previous hall 
and take the Hand Gun Bullets from 
the table* Go through the north door* 

Now, you can zip down into the 
Sewers right away with the Manhole 
Opener, or get the Red and Blue Herb guarded by the zombiefred 
police dogs* We suggest the former* 

- *frT - W — 1 

Kill the two spiders with two Shotgun , , 

blasts or two three-bullet fusillades 

from the modified Hand Gun* Climb I; ■* ** 1 *£ 

the north stairs to the next area* Go 

through the west door into the Storage 

Room with a Blue Herb (in case the 

Spiders poisoned you). Save the game 

and return outside* Go through the ^_ 

north door to the Septic Pool. Alas, 
you only have three of the four Plugs* 

Back outside you go, and run into the f'QpfeM L ^ 
mysterious Ada* Leon lifts her into the 
shaft, sneaking an all-too-brief peek 
at her undies* Ms* Wong has plenty 
of ammo, and well be burning 


WI)I you il? 

Machine Gun 8id« Pack 


Take the Magnum from the desk and read the Watchman's Diary on 
the bed. Open the locker for Shotgun Shells and take the Ink Ribbon 
from the messy table* Go to Northeast Hall IF and through the south 
blue-green door into the Press Room. Light up the furnace in the north¬ 
west corner, then light up the torches in this order: middle, right, left 
(12,13,11)* Grab a very well-hidden First Aid Spray behind the blue 
books on the desk, then go into the southeast corner and pick up the 

Gear Cogwheel and Film B* Go to the 1 ■ w w - - - 

Dark Room (under West Stairway 1F) I 
and develop the second roll for a l 
haunting close-up of a dead guy* Grab I V 
the Crank and drop off the ink Ribbon, \ V 
Magnum and Submachine Gun jf\ \ 

(although you've probably done that Wa\ \ 
already). Head to the Library* (If you EfflU T ^ 

go through Main Hall 2F, you KSKiA 
encounter a Licker next to the emer¬ 
gency ladder*} 




Go get the Shotgun and Valve Handle from the Control Room* Sprint 
into the west corridor and go through the west door into the next 
hall* Run into the south alcove and search the bodies for Shotgun 
Shells and the Wolf Medal. Run north and through the west door 
to the next half* Continue running west (past two Spiders) and through 
the south door. Munch upon a Blue Herb from the planter if you were 

poisoned. Run to the other side of the - 

walkway and use the Valve Handle - 

to lower the bridge* Walk across to s V , 

find two Green Herbs, Shotgun Shells ‘ 

and an Ink Ribbon. Save the game ^ 

and use the Handle again to raise the ^ J 

bridg e. Go through the west door and wMft 

run forward to find Ada. 


There are two ways to kill the 

Alligator* The first method is this: run W* ;|l •/ | tjjf — 

ahead of him to each corner and ^ JL J 

shoot as he slithers around it* Use fhe } m » 

Shotgun and fire off three or four 

shots at each corner. Shooting the 

Gator in fhe halls themselves is silly, 

since he moves so damn fast. Now, 

the tricky part is that the final shot - 

must be taken from the end of the corridor; only blasting him from 
this camera view will drive him away* if he lives, he shows up again 
during Claire's second scenario. 


As you enter the Library, a rabble-rousing group of zombies surges 
through the first-floor windows into the Station, Fortunately, you're 
not headed back to those areas. Go to Main Hall 3F up the stairs and 
through the northeast door* Go through the south door into the Clock 
Tower* Use the Crank In the hole of the north wall to lower the stairs, 
then go up and use the Gear* Push the switch to reveal the Knight 
Plug, and an old dust "shoot" (should be "chute," but hey f what's 
a little bad translation between friends?). Take the plug and drop 
through the "shoot" to the Prison Block* Talk to Ben, who rambles 
around bitter irony just before exploding. Bay, that IS ironic, Ada 
shows up and gives you Mail to the Chief before running off yet 
again. Leon radios Claire and fells her to meet him at the sewers. 
Head for the northeast manhole from the Basement Hall and save 
the game. Return to the cell with the police dogs and go down the 
ladder. Go north to the Plug Room, but stop at the save room to record 
your progress, and make sure you have the Magnum, Hand Gun, 
four chess pieces and a First Aid Spray* 


Now, the second method: run down the corridor and examine the 
yellow light on the left wall. A canister drops to the ground* Wait for 
the Alligator to bite into it, then shoot the canister with the Hand Gun 
to blow ft up, along with the vast majority of the Gator's head. Claire 
will not have to fight him in the second mission. Return down the hall 
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Run northwest to the next area and west to the waterfall Several 
zombies attack along the way; kill them (letting Ada do most of 
the firing) or avoid them. Pop the Medals into the slots to the right of 
the waterfall and go through the door. 

Run through the next area and 
through the north door. If you drove 
off the Gator with Flame Rounds, the 
shelf in the northwest corner has 
Shotgun Shells and Hand Gun Ammo, 

If you used the canister to kill the 
Gator, It's barren. Run east to the tram. 

Press the button on the south side 
to turn an the power, then walk to 
the north side and hop aboard. 


to Ada. Release the electronic lock 
and enter the Dumping Area. 


If the Alligator wounds you, don*t heal 
yourself, as Ada repairs your injuries 
(by wrapping bandages on the out¬ 
side of your uniform, a somewhat 
unorthodox approach) when you talk 
to her. Take a well-hidden Ink Ribbon 
in the trash to the right, and climb the 
ladder in the northwest corner to 
Sewer B|, Run up the ramps to the 
control ponds in the northwest cor¬ 
ner* Take the Eagle Medal from the 
unlucky stiff and read the Sewer 
Manager Diary, Run into the south¬ 
east comer and use the Handle to turn 
off the fan at the top of the ladder. 

(You're done with the Handle, so drop it at the next Item Box.) Run 
through the fan shaft and climb down the ladder on the other side, 


Keep running to avoid the claw that 
smashes through the roof, although 
it doesn't cause any damage. Ada 
eventually puts enough bullets into 
the claw to drive the critter away. Get 
off the train, turn west and check out 
the flare gun. Use the Lighter to see 
the glint of an item in the corner: the 
Weapon Box Key. Put it an Item Box 
when you have the chance. Go 
through the east door to the next 
area. This hall branches north and 
south, and if s teeming with zombies 
in both directions. Go down the north 
branch first, letting Ada do most of 
the killing. At the end of the corridor, 
search the body for Shotgun Parts. 
Immediately use them to moke a 
Custom Shotgun. Go to the south hall 
and through the door into the next 
area. There's another branch, this time 
west and east. Go east and take the 
two Green Herbs, then west and up 
the ladder into the Factory Office, 
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FACTORY OFFICE: Take the Magnum 

Bullets and Shotgun Shells from the desk, the Ink Ribbon near the 
typewriter and the First Aid Spray tucked into the northeast corner 
cabinet. Dump off the Handle and other unneeded items. Go through 
the north door. 


HANGAR: Search the barrels in the southwest corner for Hand Gun 
Bullets, Take the Factory Map on the south wall and run to the 
east. Board the train through the door on the rear* Walk to the for¬ 
ward room and take the Control Panel Key from the wall. Then take 
the Magnum Bullets in the corner of 
the south wall (just "behind" the 
front). Leave the train and return to 
the Office, Take the Shotgun and a 
healing item, then save the game. 

Return to the train and use the Control 
Panel Key in the (dub) control panel* 

You automatically hop aboard and 
zoom down to the Laboratory, 


While Ada recuperates from the monstrous bitch-slap dealt unto her, 
you walk outside to fight a big bad guy. He can rip his claw into your 
gut, but it isn't quite os damaging as 
it looks. When he gets dose, wait for 
his daw to rise and run past him on 
the non-daw side* Keep running, fum¬ 
ing and firing the Custom Shotgun. 

After absorbing seven or eight blasts, 
the monster pauses, shrugs hrs shoul¬ 
ders and comes at you much more 
slowly. One more hit (wait until he's 
moving at you) and he's dead. Return 
inside and Leon annoys Ada, then 
carries her to the Security Room. 




You start in the Security Room with 
Ada, who regains consciousness, 
notices that she's clutching her 
intestines, and plays the martyr. Take 
Shotgun Shells out of the north lock¬ 


— 


Take the First Aid Spray from the barrel on the east wall, then take 
the Fuse Case in the southeast corner. Walk to the very nearby 
control box and use the Fuse Case for what must be the lamest 
puzzle yet* You're given the sperm sample—I mean, the Main Fuse. 
Return to the Main Shaft and put the Main Fuse into the breaker sys¬ 
tem in the center of the room. We got the powerl Go southwest 
through the red door, then run west to two doors. Enter the north 
one; the west is locked. 


Open the locker next to the door for a Flamethrower (sweet!) and 
grab the User Registration note on the bench* (The secret password 
is GUEST?!) Snack on the Blue Herbs if you need one, then very gen¬ 
tly tap the ftre button to toast the tentacle with the Thrower* Read the 
Laboratory Security manual in front 
of the computer and use the terminal 
to turn on ihe Anti-B.Q.W, Gas, which 
turns the screen green and has a tiny 
negative effect on the tickers* Climb 
through the hole Into the south room 
and eliminate the two Lickers with 
the Custom Shotgun. Take the two 
boxes of Shotgun Shells from the lock¬ 
er In the corner, and the Ink Ribbon 
from the desk. 


Return to the hall and run southeast to the large door next to the 
words "West Area." Arm your Flamethrower and press the shutter 
switch, Quickly turn and sizzle the plants. Go through the east 
door and immediately draw and fire 
to flame a third plant. Return into the 
previous hall and kill two more plants. 

You've now wiped out an entire 
species. Hope you're happy. Return 
outside and down the tedder to Floor 
B5. Go through the door at the bot¬ 
tom, Enter the hallway and kill the 
three Lickers with the Custom Shotgun, 
staying in the hall and letting them 
attack one at a time. There are three 
Green Herbs against the wall for heal¬ 
ing purposes. Continue down the hall 
and through the north door to the 
Monitor Room, Grab the Laboratory 
Map from the control panel (glowing 
blue) and use the typewriter to save. 

Make sure you hove the Weapon Box 
Key before heading through the west door. 


Run west in the hall and through the south door into the Research 
Lab, Open the locker with the Weapon Box Key and take the^ 
Magnum (misspelled "Mugnum"—d'ohh!) Parts, Go through the! 
sliding doors to the Lab's largest room, blasting zombies with the 
Shotgun on the way. In the big room, grab the Lab Key Card from 
the table. Return to the west hall. Take the Red Herb in the south¬ 
west corner if you want. Run north and open the door with the 
Lab Card Key. Destroy the giant moth 
(more silly than scary, really) with the 
Shotgun* Leon wonT use the keyboard 
when it's crawling, so clear the mag¬ 
gots away with the Shotgun* Enter 
the password GUEST and register your 
fingerprint. 

Return to Floor B4, A Licker drops out 
of the roof in the area south of the 
Monitor Room, Shoot it and climb the ladder. Run back to the blue 
corridor [southeast). Press the shutter switch to open the reinforced 
door, then run southwest and use the fingerprint lock. You can't 
get in, but you set up the lock for Leon's second mission. Now go 
through the lab door* Grab the First Aid Spray and Magnum Bullets 
from the table as you enter, then turn and kill the five zombies 
with the Shotgun or Hand Gun. Push the red light switch and run 
to the fable in the southeast comer. Take the MO Disk from the bed 
and return to Floor B5. 

During the journey, there’s a big ol' cut-scene with Annette in which 
you take the G-virus* You're also set upon by dothes-free zombies* 
Eliminate the nudists with the Shotgun and stop in a save room to 
type out your final Ink Ribbon* Also bring along all your First Aid 
Sprays and combined Herbs, and 
even the Flamethrower for a little fun. 

Run to the south hangar (meeting Ada 
on the way) and unlock the east door 
with the MO Disk. Run down the hall 
and through the door* 










The door stems shut behind you and 
the timer starts counting down from 


five minutes. Run across the room 
and push the red button. In the final 
boss's first form, blast him from a dis¬ 
tance with Flame Rounds, His second 
form is considerably more danger¬ 
ous* If you get too close, he chews on 
you and spits you out; run too far 
away and he executes a jumping 
attack. Medium range is therefore 
the way to go. Keep healing up, as 
his more powerful attacks can kill 
you if your health has been whittled 
down to the Caution range. The sec¬ 
ond form takes eight or nine more 
Flame Round blasts before he dies 
forever. Don't dilly-dally, as you need 
about a minute to escape to the train 
and witness the first ending sequence. 




er. Magnum Bullets from the west 
desk, a Green Herb in the northeast 
corner and an Ink Ribbon near the 
south typewriter, where I demand 
that you save. You might want to put 
away the Hand Gun and Bullets, since 
you're well stocked on the Shotgun 
and Magnum. Go through the south¬ 
east door to the next area* Go through 
the south door to the Main Shaft* Run south to the fork and go south¬ 
east through the blue door into the next area* From here, run east 
and go through the lightly frosted door into the Frozen Room* 


— 














Head for Main Hall 2F, dropping off the Handle in a Box 
on the way. Kill the five zombies on the west side of the 
walkway near the Library door. Take the Unicom Medal 

from the wall in the j » _„ _ ■ ■" j 

southwest corner and 
climb down the ladder. 

Use the Card Key in I 

the computer to open V| j jj 

the side doors. Use the 

Medal in the base of 

the statue and take the w 

Spade Key. Go t/* , *| 

through the southwest f £$ fa- M 

door into Lobby IF. L ,, ,, \( ■ ifrfe/nM . L -. . 


Return to East Office IF and through the northeast door 
to Far East Hall 1F, Kill the Cerberus and go down the stairs 
to Basement Hall. For an optional path, go through the 
northeast door to Outside Hall. Kill the two Cerberus and 
try the "Shoot the Camera" trick (see Secrets). Descend the 
manhole and save the game. Return to Basement Hall and 
go through the southwest door to the Parking Garage. 


Because you should have played both Claire and Leon's 
first missions, and therefore should be very familiar with 
the sights and sounds of RE2, we've forsaken the yuk-yuks 
[and screenshots, except for new areas) in this walkthrough. 


Run east around the zombies and through the south door. 
Quickly turn and run west into the booth. Take the Cabin 
Key from the desk and run east. Unlock the door and go 
through. Search the northwest desk for Hand Gun Bullets 
and an Ink Ribbon, but don't save yet. Run through the east 

door to the Alley, i-— - - 

Avoid the zombies and 

run east and south to *> ** 

the stairs. Climb to the t * 

Roof and through the _ 1 .. > 

east door into f 

Southeast Hall 2F. adk 


Help Ada push the truck out of the way and go through the 
west door into the Prison Block. Run forward, take the Film 
off the table and go through the southwest door. Talk to 
Ben in the south cell. Take the Manhole Opener from the 
shelves and return to the previous hall. Go through the 
north door to the Kennel. Leave the dogs alone, shoot 
'em in their cells, or take the Red Herb and shoot 'em as 
Shoot the two zombies in plain sight and the third zom- they pounce through the doors. Open the manhole and 

bie hiding around the partition. Go through the south- climb down. Run through the sewers past the spiders and 

west door. If Claire closed the shutters in the first mission, up the stairs to the next area. Enter the Storeroom and save 
the Hall is zombie-free. Search the dead cop for Hand Gun the game, then go through the north door. Nothing to do 

Bullets and go through the east door into the File Room, here yet, so return to the previous hall. 

Search the boxes near the door for an Ink Ribbon, then go 
around the corner and push the stepladder straight ahead 
into the wall. Climb onto it and take the First Aid Spray. 

Return to Southwest . . ——— -T—ET 

Hall IF. Take the Green J| ft as | i. 

Herb as you go north 1) | §: 

into Northwest Hall IF ’iHai]'! ^ ill 0| 

and through the dou- £ i-SiPBP'' Ilk I Mr 
ble doors to the JN| 

Briefing Room, Kill two f : k ^ -A * 

"surprise" zombies $* Js/ \ El 1 

near the doors. f T 1 V 3T1 


Run down the hall and 

11 i w Of 

take the Hand Gun 

Bullets off the corpse. - ■ 1 

Continue forward and through the west door to South Hall 
2F, Run through the west door into Waiting Room 2F before 
die two Lickers attack. Take the Ink Ribbon from the type¬ 
writer (save the game), the Hand Gun Bullets on the desk 
and the Smalt Key on the couch. Put the Knife and Ink 
Ribbons away in the Item Box. Go through the west door 
to Main Hall 2F. Run to the emergency ladder, activate it 
and climb down to Main Hall IF. 


Ada crawls through the space and picks up a locket dropped 
by Sherry, Go through the east door and kill the four zom¬ 
bies (including the i- 

"sleeping" one). Run 

through the north 

door. Climb down the 

steps and push all ^9 

three crates into the 1 

wall. Climb back to 

the higher ledge and < 

move the lever to fill 
the basin. Run across 

the crates and take I- 

the Precinct Club Key from the shelves. Return across the 
crates and take the Sewage Disposal Map from the wall 
near the door. Return outside and down the southeast ele¬ 
vator. Pick up the Shotgun Shells and return to Leon. Pick 
up the Key and Shells and return to the Basement Hall, The 
Parking Garage will now have two Cerberus to kill or avoid. 


Take the Shotgun from the desk and the Ink Ribbon bom 
the typewriter. Go back up the ladder and return to Southeast 
Hall 2F, then through the southeast door to the stairwell. 
Go down the stairs to East Office IF. Take the Hand Gun 
Bullets from the corpse as you enter, run into the office, and 
kill the five zombies (including the "sleeping" one). Collect 
the Shotgun Shells and Police Station Map in the safe (combo 
2236), Hand Gun Rounds on the desk. Green Herb behind 
the desk, Ink Ribbon on the desk near the ceiling fan, 
and Valve Handle in the southeast corner. Return to the 
Roof. 


Search the comer of 1 r- i 

the back room for Hand Gun Ammo and use the Lighter on 
the fireplace to reveal the Red Jewel. Return to the Northwest 
Hall and walk through Hie east door to the West Stairway. 
Take the Green Herbs and go through the door into the 
Dark Room, Take the Hand Gun Bullets from the cabinet. 
Put away the Herbs and Jewel and save the game. Return 
outside and up the stairs to Statue Hall 2F. Shove the busts 
into place on the floor panels so they're gazing at the 
center statue, which drops a Red Jewel. Take it and go 
through the west door into Southwest Hall 2F, then kill 
Run into the passage behind the chopper and use Hie Handle the five zombies and go through the east door into the 
to extinguish the flames. Examine Hie pilot's door for Shotgun S.T.A.R.S. Room. 

Shells. Equip the Grenade Launcher with Acid Rounds and 
re-enter Southeast Hall 2F. This is the first of many encoun¬ 
ters with Tyrant-103. (Where exactly you run into him dur¬ 
ing , the mission - -—- 

depends on the paths \v 

you take.) Blast him 1 ^ / 

with the Shotgun or 

simply run away. The M ■ k. i 

best way to flee is to ; v f J f 

let him strike you once 
with his hook and run 
past him when he 
starts his overhead 

chop. When you "kill" «— ■ - ■ .-. ■ . — 

the Tyrant, you can pluck increasingly cool Items from his 
body. In this first encounter, it’s 30 Hand Gun Bullets. Return 
to South Hall 2F. 


Go through the north double doors into the 5witch Room. 
Take the Green Herb in the southwest corner, Hand Gun 
Bullets in the southeast corner and Police B1 Map from the 
shelves in the northeast corner. Use the switch panel in the 
northwest corner and throw the switches Up, Down, Up, 
Down, Up. Return to the Basement Hall and go through the 
Open the locker in the southwest corner and take the southeast door into the Autopsy Room, Kill the two Lickers 

Magnum, then take the Hand Gun Bullets hidden below with the Shotgun and take the Red Card Key out of the 

the S.T.A.R.5. poster. Return outside and go through the southeast cabinet. Return to Basement Hall and use the Red 
southeast door into Lounge 2F, Pick up the Diamond Key Key on the reader to open the door into Weapon Storage, 
left behind by Sherry and open the locked drawer with the Take the two cases of Hand Gun Bullets, Magnum Bullets, 

Small Key for Hand Gun Parts. Return downstairs and go and the Submachine Gun (if you have space, but it's not 

through the south door to the Ammo Room. (If you enter a must-need item), 
the Library, you trigger additional zombies on Floor IF, 
which is bad.) Search the cabinets for Shotgun Shells and 
Film. Go through the south door into West Office IF. 

Kilt the nearly half-dozen zombies. Take the Heart Key 
on the desk. Small Key on Hie east table, Green Herb in the 
northwest comer and Hand Gun Bullets in the east lockers. 

Return to Lobby 1F and use the Small Key to open the draw¬ 
er for Shotgun Shells. Return to Main Hall 1F and through 
the southeast door to Southeast Hall 1F, arming the Magnum 
or Shotgun before you enter. Spin to the right and blow 
away the zombie behind you (aim up if you're using the 
Shotgun), then run into the wall, arm the Shotgun (if you're 
using the Magnum), turn and kill the others. Run through 
the north door to Northeast Hall IF. 


Return to Far East Hall 1F and open the north door into the 

Night Watchman's Room. Search >-*-.- 

the locker for Shotgun Shells, the I J 

desk for Magnum Bullets and \ 

the messy table for an Ink 

Ribbon. Go to Northeast Halit F 

and through the south blue- 

green door into the Press Room. * ® 

fight up the furnace in _ _ ■ . ... 

Hie northwest corner, _ _ _ ” 

then light up the torch- ; ; \ 

es (middle, right, left). f . 4! 

Defeat Tyrant-103 , j | | 

with the Shotgun and ''•Re¬ 

take the Hand Gun 
Bullets. Take the First 

Aid Spray behind the j 

blue books on the 

desk, then go into the - - ...-___i.J 


Run around the extin¬ 
guished helicopter 
after killing the Lickers 
and through the north¬ 
east door into the 
Chained Statue Room. 
Take the Blue Card Key 
from the box near the 
left relief. Shoot the 
Licker as you leave. 


Go through the southwest door first. Use the Shotgun to kill 
the Licker (or avoid him) and take the Hand Gun Bullets 
from the shelves next to the door. Return to the hall and 
through the northwest door Rook Plug Stone on the shelves. 







. 




nnnnnnflnBn 






See back for mail-in deta Is 


AcTiVisioN 



■ ; : 





•|S|| 









































RjrttJkHl 



Get $15 Back When 
You Buy Pitfall 3D: 
Beyond the Jungle™ 
by April 30,19981 

To receive your $15 mail-in rebate, 
purchase Pitfall 3D: Beyond the 
Jungle for the PlayStation game con¬ 
sole by April 30, 1998. Then send in: 


I the original, dated store-identified cash register receipt for Pitfall 3D: 
Beyond the Jungle, 

2) the original Proof of Purchase from page 24 of the Pitfall 3D manual, and 


3) this original completed rebate form to: 
Pitfall 3D $15 Rebate 
P.O. Box 52981, Dept. 13034 
Phoenix, AZ 85072-2981 


Name: 


Address: 



City: 

State: 

Zip: 

Phone: 



E-mail: 




PSX'0498 



Purchases must be made and receipts dated on or before 4/30/98. Original store receipts and Proofs of Purchase oniy, no duplicates 
or photocopies will be accepted. Proofs of Purchase and receipts will not be returned. Limit one rebate per name and address. 
Submissions from organizations and P.O. boxes will not be honored. Offer good only in the U S. Not valid on any other product or 
in combination with any other offer. Rebate requests must be postmarked by 5/15/98, Please allow 6-8 weeks for receipt of rebate. 
Not responsible for late, misdirected, incomplete or illegible requests. Void where prohibited or restricted by law. Activision and 
PITFALL! are registered trademarks and Pitfall 3-D: Beyond the Jungle is a trademark of Activision. Inc. © 1998 Activision, Inc. 
Licensed by Sony Computer Entertainment America for use with the PlayStation game console. 

PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment. Inc. Ail 
rights reserved. All other trademarks and trade names are the properties of their respective 
owners. This offer is not sponsored by Sony Computer Entertainment. Inc. 



TM 



PSX-4030.997.US 


PlayStation 

































southeast corner and pick up the Gear Cogwheel. Head 
to Northeast Hall 2F. You encounter Tyrant-103 in Northeast 
Hal 1F on the way, and this time, you might just want to 
run. If you go through Main Hall 2F, you find a Licker next 
to the emergency ladder. 


Along the way, take both Red Jewels from the Item Box 
and return to the Chained Statue Room. Place the Jewels 


into the reliefs and take the King Plug. Place it in the Item 
Box, then return to Northeast Hall 1F, run down the north 
passage and enter the Chief's Office. Go through the south 
door into the Ornate Hall. Run down and go through the 


next door into the Relic 
Room. Run to the 
north end and take 
the Crank out of the 
chest. Return to the 
Ornate Hall and kill or 
avoid. Tyrant* 103. 
Return to Main Hall 2F 
and go through the 
west door to the 
library. 



As you enter the 
Library, the shutter 
box overloads and 
zombies surge through 
the first-floor windows 
into Hie Station. Climb 
the stairs and walk to 
the northwest corner 
of the walkway. It col¬ 
lapses and drops you 
into a hidden area. 

Look at the picture on the wall. Press the button on the wall 
and walk outside to the shelves. Push the switches to match 
the shelves with the picture. Return to the picture and take 
the Bishop Plug. Go to Main Hall 3F up the stairs and through 
the northeast door. Go through the south door into the Clock 
Tower. Use the Crank in the hole in the north wall to lower 
the stairs, then go up and use the Gear, Push the switch 
to reveal the Knight Plug. Take it and drop through the 
"shoot." Go see what's troubling Ben, then return to the 
Kennel and the Sewers. 



Room. Search the handbag for Hand Gun Bullets and go 
down the elevator, then go west to the next area. Run into 
the south alcove and search the bodies for the Small Key 
and the Wolf Medal. Return to Claire's (south) Control Room 
and unlock the Warehouse door. Go down and take the 
Magnum Bullets and Shotgun Shells. (Why not pop the zom¬ 
bie with a Magnum round?) Take the Valve handle from 
the Hem Box and return to the sewer. Run north and through 
the west door to the next area. Run west to the waterfall 
and go south through the door. Take a Blue Herb from 
the planter to cure poisoning. Run to the other side of the 
walkway and use the Valve Handle to lower the bridge. 
Walk across to find two Green Herbs, Shotgun Shells and 
an Ink Ribbon and typewriter. Use the Handle again to raise 
the bridge. Go through the west door and run forward. 

If you killed the Alligator in Claire's first mission, Leon won't 
encounter him now. If Claire only drove him away, Leon 
has to fight him with one of two methods. Method #1: 
run ahead of him to each corner and shoot as he slithers 
around it, using the Shotgun. You can get off three or four 
shots at each corner. The final shot must be taken from the 
end of the corridor; only blasting him from this camera view 
will kill him. Method #2; run down the corridor and exam¬ 
ine the yellow light on the left wall. A canister drops to the 
ground. Wait for the Alligator to bite into it, then shoot 
the canister with the Hand Gun. Return down the hall 
and enter the Dumping Area. 

Take a well-hidden Ink Ribbon in the trash and climb the 
ladder in the northwest corner to Sewer B1. Run up the 
ramps to the control panels in the northwest corner. Take 
the Eagle Medal. Run into the southeast comer and use the 
Handle to turn off the fan at the top of die ladder. (You're 
done with the Handle and should dump it at the next Item 
Box.) Run through the fan shaft and down the ladder on 
the other side. 

Run northwest to the next area and west to the water¬ 
fall. Several zombies wake up along the way: let Ada kill 
them, or avoid them. Pop the Medals into the slots to the 
right of the waterfall and go through the door. Run through 
the next area and through the north door. Run east to the 
tram controls. Press the button on the south side, then walk 
to the north side and hop aboard. During the daw-through- 
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the Magnum Bullets in the corner of the south wall and 
leave the train to fight the boss. Whenever he gets close 
and his claws rise into the air, run past him before he 
connects with a vicious four-hit combo. When he jumps 
on the train, he's about to jump behind you. Keep running, 
turning and firing Magnum Bullets. After absorbing eight 
or nine shots, the monster jumps off the platform. Return 
inside for more bad news: the train has overheated. 


Walk outside to Floor BI. Run to the west side of the train 

and go through the - .— m 

ventilation shaft. Run K; 1 fj i f • j 

through the south * f * ’ ^ ffi 

door into the next ' nS !' I* 

area. Go down the lira ^ W“ ^ 

elevator (push the but- l ojj A ^ s v ^ * >/ j 

ton) to Floor B2. Run L -"j \ t & 4 '/’* 

into the southeast cor¬ 
ner for Shotgun Shells 
and a typewriter. Run 
to the east elevator , < ■ . i , 

and down to Floor B3. .V 

Kill the two Lickers J ' 

with the Shotgun, Run ® ■Wjf : 
into the northeast cor¬ 
ner and throw the __ 
switch. Return to Floor .Jg 

B1 and use the west 

elevator to descend to " < SBL 1 I 

Floor 14. “V 


Kill die naked zombies with regular Grenades or the Hand 
Gun and through the south door to the Main 5haft. Run 
south to the fork and go southeast through the blue door 
into the next area. Run east and go through the icy door 
into the Frozen Room. Take the First Aid Spray from the bar¬ 
rel on the east wall and take the Fuse Case in the south¬ 
east corner. Walk to the very nearby control box and use 
the Fuse Case to get the Main Fuse. Return to the Main Shaft 
and put the Main Fuse into the breaker system. Go south¬ 
west through the red door, then run west and to two doors. 
Enter the north door. 



the-roof sequence, don't worry about taking damage (you 
can't). Ada shoots and eventually wounds the claw. 


If Claire killed the plant in her first mission, the room has 
three naked zombies (use the Shotgun). If she didn't, you 
need to kill it now with the Flamethrower in the locker. Take 
the lab Card Key and climb through the shaft into the south 
room. Kill the Lickers and take the two Shotgun Shells from 
die locker in the corner, and the Ink Ribbon from the desk. 
Return to the hall and run southeast to the large door next 
to the words "West Area." Arm your Flamethrower and 

press the shutter switch. Quickly 
_ -T turn and toast the plant mon- 

-dj* sters. Go through the east 

9 jflp door and immediately 

j 0 draw and fire to flame 

J ■ | the plant. Return into 

the previous hall and 
kill two more plants. 

..SHralg. Return outside and 
down the ladder to 


Run past the spiders and up the ‘ 
stairs. Enter the Storeroom, save 
the game and take ail four Plugs 
and the Magnum. Return outside 
and through the north door to - \ 
fight the boss. Shoot the creature ’ 

with the Magnum while avoid¬ 
ing his swings. If ww. m . 
you're struck, rotate 
the D-pad to get up 

before you're hit i ftjji If j 

again. Run past him viuBr, .. , 

on his left side (he 
holds the pipe in his 
right). When he's 

done, he stumbles and || - 

tumbles over the rail- ~3 ? M lijSS J 

ing. Run to the north- ^ - * 1 

west corner and put the Plugs into place to open the door. 
After meeting Ada, jump into the water and go through the 
next door. Continue down the path to the Control Room. 


Turn west to the flare gun and use the Lighter to see the 
Weapon Box Key on the ground behind you. Go through 
Hie east door to the next area. This hall branches north and 
south. Go down the north branch first; at the end of Hie cor¬ 
ridor, frisk the body for the Shotgun Parts. (Remember to 
let Ada kill the zombies. Save your ammo!) Go to the south 
hall and through the door into the next area. Another branch, 
this time west and east. Go east for two Green Herbs, then 
west and up the ladder into the Factory Office. 


Take Hie Magnum Bullets and Shotgun Shells from the desk 
and the Ink Ribbon and the First Aid Spray in the corner 
cabinet. Dump off the Handle and Key. Don't save yet; just 
go through the north door. Search the barrels in the south¬ 
west corner for Hand Gun Bullets and go down the ele¬ 
vator, Follow the path to a control room. Turn on Hie monitor 
with the red flashing Vv .. > • < 

light, then take the ■ f 

Control Panel Key and 
arm the Shotgun to Fi—, • 

fight Tyrant-103 (or m § | ^ ^ 

flee!). Return to Ada, , J i # 

save the game and 1 . 
use the Key in the con- j- i ■ j| 

trol panel. Return out- "wK 

control panel to auto- - L . 

matically board the train. 


; \ Go through the 
!: ! door at the bot- 

. tom. Enter the 
hallway and kill 
three Lickers. 
Continue down 
the hall and 
through the north 
door to the 
Monitor Room. Use 
the typewriter to save 
and take the Weapon 
Box Key before heading 
through The west door. Run 
. ' west in the hall and 
1 v through the south 
. door into 


Search the northwest cabinet for Hand Gun Bullets and the 
south locker for First Aid Spray. Push aside the cabinet on 
the west wall and go down the ladder to the Warehouses. 
Walk into the corner and light the lantern. There's anoth¬ 
er one on the other side of the room. Search the middle 
shelves for Magnum Bullets and the southeast corner for 
Shotgun Shells. Return up the ladder and go down the ele¬ 
vator. After a little excitement, you control Ada. Run down 
the west hall, take the Sewer Map and go through the west 
door. Run north and kill the two spiders, then run south 
and climb the ladder. Sprint through the cockroaches and 
down the ladder on the other side. 


Run toward the north corner. 
After the veddy interesting video 
sequence, climb down the south¬ 
west ladder. You're back in con¬ 
trol of Leon. Turn south and up 
the elevator to Claire's Control 










slots free in your inventory. Return to Sherry and go through 
the north door. Run west and through the gate with 
the Platform Key. The five'minute timer begins. Run 
up and over the stairs to the east side of the platform. Open 
the storage and take the two Plugs. Now run west under 


a close second). Run forward and dart through several more 
undead dudes to the door of the Gun Shop Kendo, with at 
expensive sport-utility vehicle parked in front. Biz must b( 
boomin'. 


Take a step forward and you're ordered to freeze by c 

gruff-voiced dude i- 

with a Bow Gun in his , ir _. H 

paws. Could it be Ken 

Do, the proprietor? i ~~ 

After noticing that 1 ? ,* 

your flesh is not, in , > 

fact, crawling with 

maggots—hey, we /ww^ *V "I 

writers strive for vivid W f 

mental 


images—he '■ 

proceeds to reveal I- 

himself as a sexist pig. "Sorry about that, babe"? "I ain' 
got no due, darlin'"? And the ultimate insult when you tall 
to him at the door: "But don't you worry, girly." Geez, wh) 
don't you just ask her to be your intern, dude? Run behinc 
the left-hand counter and pick up the Hand Gun Bullets 
Dash behind the right-hand counter and cackle with deligh 

as instant karma i- 

strikes and Fat Boy 

gets munched by < W 

zombies smashing 

through the window. yy.^ ■ 

Take the second box ; ' - l v. 

of Hand Gun Bullets fllr 

and prepare for a 

choice. If you want - ■ 

the Bow Gun now 1 1 • * 

instead of later, you '- 

can blow away the zombies and take it from Kenny'! 
still-twitching bod—but it takes about two dozen bullets, 
and the Bow Gun itself only has 12 bolts of ammo, enough 
to kill four zombies. In other words, ye be wasting th) 
ammo, so leave it behind and run out the back door intc 
the Alley. 


Open \ ; 

the middle lock- i— 

er with the Weapon Box Key V 

for the Magnum Parts. Go through the 
sliding doors to the Lab s largest room 
and take the Power Room Key from the table 


Hie stairs and through the white door. Use the 
Plugs in the machine and prep for the final battle. 

Shoot the Tyrant with 

Acid Rounds and then 

Flame Rounds until 

someone tosses you . 

the Rocket Launcher. 'jS 

(You can also avoid r— J* If A-&T .\V-" 

him until you've given ’ i 

the Launcher, but how f ■ / 

wimpy.) Stay at close 

to medium range to 

keep him from charg- 

ing. Lure him away , . 4g « 25 

from the Launcher, „ 

then pick it up, turn " *fl 

and fire [26]. There h •'* , \ \ 4 * 

are only two shots, so j A* 

try very hard to con- if uf ) 

nect with the first. 


Return outside, run north and open the door with the Lab 
Card Key. Destroy the moth with several Shotgun blasts. 
Shoot the maggots with the Shotgun, inter the password 
GUEST and register your fingerprint. Return to Floor B4 and 
the blue corridor (southeast), killing a Licker on the way. 
Press the shutter switch to open the reinforced door, then 
run southwest and use the fingerprint lock. Go through the 
door into the Tyrant Room. Kill the three Lickers. Run around 
the corner and take f 

the Submachine Gun MML. 

have it). Return to the jjSg ^ 

hall and go through 

the southeast door. Kill ii.Jt'' JNM IgSrl 

the plants with the Hjf; j 

Submachine Gun and ! Tf'i'v g. m? JBhv 

take the Magnum | 'J 

Bullets in the comer (or *>& - 

avoid this room alto- „ v 

gether). 


Return across the ! 

stairs and through the 

gate. Run across the '<■ 1 
ledge (now populat- 1.^ jjjj. 

ed with zombies—kilt ^ i-p£t ; 

them with regular * 

Grenades) and press ^ HR|< 
the button to open the __^ i: 
tunnel gate. Get on 
board, walk east to 

r P " ll vmk l \ j; ij 

the front of the train 
and move the lever. 

After the fake happy ending, equip the Rocket Launcher 
and go west to investigate. You can do it from here, I know 
you can! Enjoy your kick-ass second ending. 


Run forward to a . ... ! ’ 

fenced-in basketball ’ 

court. The zombies i „ wz \ A 

1. 1 ,1 t j 4 

won t leap over the ; ; , 

gate to attack, since •A:.- AA' 
we all know dead y 

men can't jump, 

Continue forward to 

the van at the end of s. 

the alley and take the 

Hand Gun Bullets out of the back as the zombies finall) 
open the gate. Turn around, walk forward to the overheac 
camera view, and pick off the three zombies from a leisure' 
ly distance. Return to the court and politely decline the zom¬ 
bie's challenge to a game of Horse, instead driving around 
him (Claire got skills] and through the door to the Stairs. 


Run north and up the 
west elevator to Floor 
Bt, Run south to the 
elevator area. Push 
the black crate onto 
the elevator and go 
down to Floor B2. 
Push the crate north 
and adjacent to the 
stack of two boxes. 
Climb up the crates to 
the door and use the 
Power Room Key to 
go through. Run along 
the path to see a real- 


Since you start the game with only 13 (cute, Copcom) rounds 
in the Hand Gun and a Knife that couldn't cut through a 
chunk of Jell-O, you should tun fast and far from the freaky 
flesh-eaters until such time as you have sufficient firepower 
to (re-)kill them. Walk forward until the screen shifts to a 
new view, then turn ■»— . y— 

around the lamppost 

to avoid the pair of "Tiw~i ■ ; v 'j, 

zombies. Trying to ; j slsU (jM'p "/A, 

sprint between them % 11 *, Jt f' 
wifl^y resulHn the 1 

Tang in rite 9th grade V —- 


Up the stairs, along the walkway, and down the other side, 
Whee. At the bottom, pretend you're a tabloid reporter and 
rummage through the trash to find Hand Gun Bullets. Now; 
a neat trick: climb onto the dumpster and shoot the halter- 
topped zombie. Sorry _ 

about that, babe! \Y : / - A 

When she smacks the 

concrete, jump off and f;’" - 

run down the alley, 
scraping your shoul¬ 
der against the wall, 
to avoid the rest of the 
smelly cretins. Saves 
ammo and prevents 

gaping neck wounds. I_ 

You emerge on a 


L_ ‘ 

.I* ’'hi 

| 1 , 


1 1 ’ll 











street and impolitely interrupt a group of zombies in mid* 
meal. But, hey, who wants leftovers when there's fresh 
meat? Get on the Midtown Bus before the zombies savor 
your flavor. 

Before you grab the Hand Gun Ammo like the bullet-hun¬ 
gry fool you are, aim down and wait for a crawling zom¬ 
bie to appear. Pump 
her full o' lead before 
he chews through 
your Reebok cross¬ 
trainers—those shoes 
are expensive, man. 

When she be dead, 
take the Ammo, walk 
forward and shoot a 
second passenger on 
this mass transit from 
Hell. Walk through the bus and out the other door to the 
Police Station Entrance. There are no less than six frickin' 
zombies between the bus and the gate to the Station, but 
you can run through 'em alt without firing a shot. Just 
run upward between the first two and hug the cars as you 
sprint to the left and scramble through the gate. There 
are two paths to the 
Station: the grassy 
path, with two zom¬ 
bies to avoid, or the 
stairs, with none. 

Tough choice—if your 
IG is equal to, or less¬ 
er than, Pauly Shore. 

Go down the stairs 
and up the other side. 

Take the Green Herb 
on the left side of the 
the front of the RPD. 

As she enters, Claire takes a long, loving look at die place 
where she'll spend about half the game trying not to be 
eaten , Go through the northwest door into West Office 
IF and talk to the 
bloody brother for 
three or four tasty plot 
points. He gives you 
a Blue Card Key and 
encourages you to 
leave by sticking his 
gun in your face. I 
can't think of a more 
effective way to evac¬ 
uate a room, short of 
consuming large quantities of Taco Belt (a.k.a. Colon Hell). 
Run to the computer and use the Blue Cord Key to unlock 
the side doors. Pick up the Ink Ribbon and use the Typewriter 
to save the game. An old manual typewriter directly across 
from a computer—a harmonic convergence of old and new 
technology, or just plain goofy? Snatch the box of Hand 
Gun Bullets (teeming with 30 instead of the normal 15) and 
walk through the southwest door into the Lobby. 

Pick up the Police Memorandum on the bench to read about 
the "secret" safe combo in a not-so-secret memo. Gotta 
work on those security procedures, people. Open the Item 
Box and toss in your Knife—Claire's just gonna have to pick 
her nose with her finger for the rest of the game. Pry open 
the locked drawer in 
the corner with the 
Lockpick (why, we 
have ourselves a mas¬ 
ter of unlocking!} and 
take the First Aid 
Spray. Strong enough 
for a mortally wound¬ 
ed man, but made for 
a mortally wounded 
woman. Walk to the 
southwest door to 
Southwest Hail IF and 
let out a little scream 
as something scurries 
past the window. 

Check the decapitated 
cop’s body for Hand 
Gun Bullets. Go a- 
HEAD, make my...no, 





planter before running around to 









I can't even finish. Walk forward to the pool of blood. As 
you kneel to see your crimson-tinted reflection, you're 
attacked by the Licker, a powerful beast with a tongue of 
Gene Simmons proportions. Aim downward and shoot 
rapidly at the Licker, 'cause there's no time to retreat. (If 
you disregarded our advice and snagged the Bow Gun, 
two shots will dust the critter.) Dash past the puddle and 
take the Green Herb. Smokin'—er, I mean, eatin'! Walk 
through the north door to Northwest Hall IF. The double 
doors lead to the Briefing Room IF. 

Pick up Operation Report 1 in the northeast corner and read 
all about the invasion and the Licker. Then walk behind the 
pedestal and pretend to be a teacher. Actually, since you’re 
packing heat, you're more like a student. There's a fireplace 
in the back room, but you can't do anything with it yet. 
Return to the Northwest Hall and walk through the east 
door to the West Stairwell 1F. Turn to the right, run past the 
undead dariin', turn around and fire away at the four zom¬ 
bies. It's the most car- 


_ 


_ 


nage yeti Now run 
around the comer and 
under the stairs. Snag 
the two Green Herbs 
and go through the 
door into the Dark 
Room IF. 

Within this room is a 
film-developing lab 

and a lacked cabinet. You can unlock the cabinet 
only with a "special kind of key" found only if you 
play the beginning of the game in a special way (see 
Secrets), Search the cabinet across from the desk for 
Hand Gun Bullets, snag the Ink Ribbon from the desk, 
and save if you desire, Go back outside and up the stairs 
to the second floor and Statue Hall 2F, Run to the end 
of the hallway for the first "puzzle" of the game. Shove 
the busts into place on the floor panels so they're 
admiringly at the cen¬ 
ter statue. If you fudge 
up and push either 
bust into a wall, leave 
the Hall and come 
back; the busts will 
magically return to 
their original locations. 

When the busts are 
locked in, the middle 
dude drops the Red 
Jewel. Snag it and go through the west door into the 
Southwest Hall 2F. 


#v- M.w 

gjL?k* 
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Go through the east door into the S.T.A.R.S. Room. Open 
the locker in the south¬ 
west corner and take 
the phat Grenade 
Launcher, Claire's best 
weapon. Search 
behind the S.T.A.R.S. 
poster on the wall for 
Hand Gun Bullets, 
then search Chris's 
desk for Chris's Diary. 

Underneath Hie Mary 
is a Unicom Medal, (I wonder if the guitar in the background 
belongs to Jill or Chris?) As you leave the room, the fax 
machine dramatically and terrifyingly pools out (well, okay, 
"dramatically and terrifyingly" would be a big, fat lie) 
the Mail to Chris. Read about Brian Irons, RPD chief and 
complete scumbag. Return to the Dark Room and free up 
some inventory slots, but hold onto the Unicorn Medal. 


__ 



Return to Main Hall 
TF; on the way, you're 
grabbed twice by 
zombie hands that 
while causing you to 
void your bladder like 
a two-week-old 
puppy, don't cause 
any damage. 


Walk up to the majes¬ 
tic statue and slap the Unicorn Medal into the circular base, 
then take the Precinct Spade Key from the pedestal* Save 
the game at the typewriter (unless you saved in the Dark 
Room) and go through the southeast door to Southeast Hall 












Library, 



1F. Turn left and walk forward to the new camera view, 
then plug away at the half-dozen undead cops. That burned 
just a little ammo! Pick up the Green Herb in the northwest 
corner and go through the northeast door into Northeast 
Hall IF, There's a zombie just inside the door, so stand 
and shoot him from where you stand. There are several 
more undead around the corner (two guys, one girl-—I smell 
sitcom on The WB!}, Continue down the hall and take the 
Red Herb near the btue*green door. Enter the west door 
across from the Herb and take the Hand Gun Bullets on the 
table. So this is life on the good side of the one-way glass. 
Return to the Southeast Hall and through the southeast door 
into East Office 1F. 


Snag the Red Herb off the desk in the southeast corner 
near the folding chairs so neatly placed under the stairs— 
then go up those stairs. Walk to the northwest corner of the 
walkway and it collapses/ dropping you into a hidden area. 
Check out the picture on the wall for a clue about (well, 

okay, the solution to) ■- iii, i " I 

the next puzzle. Press |^H. ; 
the button on the wall Ijffj 

and walk outside to 'iSjl I)* 

the shelves. Now push 
the switches to match 

them up with the pat- fe'O ~ zfi 

tern on the picture. ISfrJ j ® ft 'IJt 1 

Return to the picture a jyyi, 

and take the Serpent pclu: ? jg 1 

Stone. Walk through I— - C ‘ J ^ 

the east door to Main Hall 2F, There are four very ■ 
shootable brain-munchers here. Wheel to the right and fl 
shoot the closest, then take out the other three from a I 
decent camera angle. Push the button on the emergency H 
ladder for a handy shortcut to the first floor. Now walk 1 
through the southeast door into Waiting Room 2F. fl 


Immediately run to the left and hide behind the desk as you 

plug the three zom- _ _ 

bies, along with a 

fourth standing in the 0 > 

doorway to the office 
with the safe. There's 

a fifth "dead" zombie ! . W , ■ * 

F: m i I | | 

on the floor. Avoid him i kf 

or shoot him, your I ^ 

choice. (Watch his 

head move as you run « V , 

around the room. It's ^ . 

cool.) Take the Ink 

Ribbon on the desk in ^ 

the middle of the 

room (near the ceiling 

fan). Enter the safe ‘ j 

office and look behind — ■* ' 

the desk for a very 

well-hidden Green 

Herb. Open the safe 

with that ultra-mega- ■; 

hyper-secret combo 

(2236) and take the Acid Rounds and Police Station Map. 
Leave the office and walk into the east hallway. Search the 
dead dude for Hand Gun Bullets. The door next to your 
bloated friend leads outside to a Stairwell with three Green 
Herbs. This is a great place to visit when you need to smoke 
a pipe and relax—er, when you need to heal. Return to 
Southwest Hall IF, then through the east door (using the 
Spade Key) into the File Room. 


Grab the Lighter off the couch (we got enough prob- I ' 
lems without accidentally setting furniture ablaze, I ? 
y'know?). Read the Secretary's Diary A on the desk 
and save the game (or just take the Ink Ribbon), Toss 
unneeded stuff into the Item Box and go through the 
east door to South Hall 2F. Immediately turn right and 
shoot the first zombie, then shoot the burning zom¬ 
bie (oh my GOD that | “ i"" ’ . ; 

is cool) right behind i W aH|| 

him. The burning K 1 i .'Jr 

chopper blocks your 

progress, so enter the Pi 

south door into [ 

Southeast Hall 2F. , 

There are several cot¬ 
ton-pickin' Crows in 
this hall, and you can 

shoot 'em easily, but ^- 

why not just save your ammo? Run up the hall and pilfer 
the fatally pecked cop for Hand Gun Bullets, then spring 
through the south door to the Stairwell with the three Green 
Herbs. Take what you need and go down the steps to 
East Office IF. From here, go to Briefing Room IF for a lit¬ 
tle unfinished bidness (1 know it's "business," but I hove 
a strange affinity for the Ebonics spelling lately). 


Search the boxes near the door for on Ink Ribbon, then 
go around the comer and push the stepladder straight ahead 
into the wall. Climb onto it and snag the Crank. Search 
the files just to the right of the crank cabinet for a Patrol 
Report. Interesting. And o blatant clue. Return to Southwest 
Hall 2F. You spot a lit* ————*— 

tie girl being pursued 

by a zombie. Put bul- Jf _ 

lets tn his cranium— f 

bad cop! no j Jllfc) i 

donut!—and continue Jl I ^ ^jf 

down the hallway. Go B Jjjjjk 

through the south 

door with the Precinct ¥ f ’ cl|| 

Spade Key and into 

the Lounge. Leon! He ■ — ■'■■ ■' — 

saw the tyke but did- • :g 

n't stop her, the M ri l 

dummy. He gives you '|u£j 1 _ ( 

a radio for two-way , 1; If 1 h 

contact, but it’s not like f' , . 

you re engaged or 

anything. Talk to him, 

then run north up the j-j 

hall. Search the open 1 

closet on the left wall I- 

for Hand Gun Bullets. Go to the east door and pry open the 
drawer for Flame Rounds. Walk through the door into the 


Go to the Fireplace and use the Lighter to reveal a second 

Red Jewel. Now i- 

Claire's holding both . vwa 

of the family jewels. \f|' 

Drop 'em off at an Fp 

Item Box, along with 
the Lighter and 
Serpent Stone. Return j 
to Southeast Hall 2F, 
using that emergency 
ladder for a little 

shortcut. This time, run 1 - 

all the way to the north door and exit 


on the Roof. Run post 
the burning chopper and down the northeast stairs to the 
Alley. After all the shooting you've been doing, it's tempt¬ 
ing to blast gaping holes in the four zombies, but run around 
them instead. Violence is not always the answer—well, 
okay, 99% of the time it is, but not in this particular instance. 
Run to the northwest door and enter the Cabin. The desk 
in the northwest corner is laden with stuff: the Bow Gun, 
an Ink Ribbon and a Valve Handle. Don't open the door on 
the west side of the Cabin unless you want to have an ammo- 
wasting and emotionally unsatisfying battle with two zom- 











r 



EXAMINE 


bies. The door permanently locks itself, anyway.) Return of Orson Welles, has a remarkably calm conversation with 
to the Roof. you, considering the dead blonde on his desk. (Note to self: 

avoid dead blonde as desk decoration, stick with KI5S action 
Run to the east door and into the passage behind the chop- figures.) 
per. Use the Valve Handle to burst the water tank above 
the burning wreckage. Check out the pilot's door of the heli¬ 
copter for Hand Gun i- 

Bullets. Return to the /HV/% % 

Item Box and take the fy \ , . 

Jewels, then go to flj Ljf./-- -via 

South Hall 2 F. Walk fjj JT ; ^ 

around the no-longer- ’ jt ‘ 

flaming wreckage ; ';iwL "■/ 

and go through the „ ufl } i|» -,v 

east door into the "• L 3 .. 

Chained Statue Room. *** ~ 

Pop the Jewels into ^-* 

the female reliefs (nice Lara Croft-ish bosoms, by the way) 
to make the chained statue's chest plate pop open. Take 
the Blue Stone inside the chest, then grab the Precinct 
Diamond Key on the crates near the left-hand relief. Now 
return to an Item Box and grab your Bow Gun and Grenade 
Launcher, then run to West Stairwell 1F. Unlock and go 
through the south door into the Ammo Room. 


once again doing your best not to become a Jerky Treat. 
Enter the small room and take the Grenade Rounds. Scurry 
back to the elevator and use it. Sherry automatically walks 
back to Claire and tosses her the collected goodies before 
running off again. That kid is one wave short of a ship¬ 
wreck, you know what I'm saying? Back in control of Claire, 
take the Rounds and Key and return to the Storeroom. Take 
the Bow Gun, Grenade Launcher and Acid Rounds, then go 
outside. Return to Basement Hall, running through the 
Cerberus, since you won't be returning to this forsaken loca¬ 
tion. 


When Irons asks you to split, walk through the south door 
to the Ornate Hall. Run around and go through the south 
door to the Relic Room. Walk to the north side of the room, 
pursuing whoever—or whatever—keeps running away. 
When you enter the dark section, push the switch to turn 
on the lights and reveal the little girl. After half-heartedly 
trying she col- |--—- 1 

you've found little : ' BPIIIP 

Sherry. Alas, after Wpm ^ a/L I 

hearing a loud tjy 

scream, Sherry dash¬ 
es off again. Dammit, 

kidl Open the trunk *- 

against the west wall for First Aid Spray, then leaf through 
the Secretary's Diary B on the northeast table. Return to the 
Chief's Office. 


There are now two Lickers in the Hall, but they can be offed 
with a single Acid Round each. Run through the southwest 
door into the Parking Garage. There's nothing here except 
various vehicles and a Green Herb in the northwest corner, 
which die police were no doubt growing solely for medi¬ 
cinal purposes. Return to the Basement Hall and go through 
the north double door into the Switch Room Jake the Green 
Herb in the southwest corner, and the Police 81 Map from 
the shelves in the northeast corner. Finally, use the switch 
panel in the northwest corner for a very Myst-like puzzle 
and throw the switches Up, Down, Up, Down, Up. This acti¬ 
vates the card read- 
er of the Weapon 

Storage room. Return i.' ^_-.m BunniBl 1 

to the Basement Hall 

and go through the 

southeast door into the A 1111 ■ I* 

Autopsy Room. Get 

' _ . 3(5 36 36 M 38 

your Bow Gun ready H7K71* IT* 

— as if you didn't 
expect a little rootin' 
tootin' shoottn' action 
in a room full of dead bodies? 


Quickly nail the cops with the Bow Gun, as there's no time 
to screw around in these cramped quarters. Peek around 
the northeast corner and shoot two more zombies behind 
the cabinet. Search the cabinet on the west wall (after pick¬ 
ing it open) for a Plastic Bomb, the cabinets in the middle 
for Bow Gun Bolts, and the cabinets around the corner (near 
the wall) for Film, Return to the Dark Room just a short hall 
away. Go into the film lab and develop the Film A for 
several X-rated photos of Pamela and Tommy Lee, along 

with a most unpleas- i--—- 

ant Polaroid of a 

"Human Body 

Experiment." Return c< ”*' 0 

to the Ammo Room l - * j jf|Jt 

and through the south ^ 3s ifllffl 1X11 

door (unlocking it) into S' MSl rill 

WM Offic. IB < I! Li 


There's no sign of Sherry, Irons, or the dead blonde, but 
there's a Precinct Heart Key on the desk. Grab it, then snag 
the Chief's Diary from his chair and push the button on 
Hie painting to reveal three slots for three stones, Oh, you’ll 
be back. Go to East Office and through the northeast door 
(which you can now unlock) to Far East Hall 1F. Bring the 
Bow Gun with you. In a kind gesture, there are two Green 
Herbs next to the door as you enter. You could have used 
the Cord here to close the shutters, but it was better served 
in the other area, as you learn in Leon's second mission. 
Go down the north stairs to Basement Hall. 


It’ll a s 
move it 


Here's a cool trick. Walk (do NOT runl) forward until you 

see the first Cerberus. Wait for Dead Doggy Dog to trot into 

point-blank range, then aim down and shoot with the Bow 

Gun, All three arrows — 

strike and instantly kill | - | 

the mutt. There are , J| |fs |) Jjjjj j|j| 

two more Cerberus 

ahead. Walk (do NOT ' 

run!) down the hall | ‘ § : NotH 

and lure a Cerberus 

into walking toward 

you. Walk backward, 

aim down and shoot. 

Keep aimed down I—-■—I- 

and immediately shoot as the second attacks to avenge his 
bro. If you trigger the dogs into running, go up and back 
down the stairs, and the critters will have calmed down. 
When the doggies ore dead, go through the far east door 
to Outside Hall. Pick up the Red Herb in the pot, then run 
down the hall and enter Hie manhole before you get chowed 
by two Cerberus. Go through the first west door into a very 
tall Storeroom, 


Run into the southeast corner of this slightly twisted ver¬ 
sion of ER and take the Red Card Key out of the cabinet. 
Doing this causes the zombies to awaken, and like myself, 
they are grumpy bastards when they don't get their beau¬ 
ty sleep. Use the Bow Gun to give them an eternal rest. 
Return to Basement 
Hall and use the Red 
Key on the reader to 
open the door into 
Weapon Storage. 

Here's another exam¬ 
ple of mission cross¬ 
over; what you leave 
now, Leon will take on 
his second mission. 

Grab the two cases of 
Hand Gun Bullets, 

Bow Gun Bolts, and 
the Side Pack, leaving 
the Submachine Gun 
for laddie Leon. The 
Side Pack gives Claire 
two more storage 
slots, very useful for 
the different types of 
Grenade Launcher 
ammo. Go to Far East Hall IF and open Hie north door (past 
the stairs) into the Watchman's Room. 


Equip your Grenade 

Launcher and walk 1 - 1 

into the south corner. The fellow who so graciously gave 
you the Blue Card Key turns into a Zombie-American right 
before your eyes,* immediately pull and fire the Grenade 

Launcher to save him r ■■■■— ... . .... 

from further suffering. 

Take the Detonator 1 

from the desk adja- 1 . Jp^ j I n 

cent to his flaming j l 

corpse. Outside, take lO MHP lv J 

the Hand Gun Bullets | 

in the east locker and j 

the Green Herb in the j 

northwest corner, p* 

Combine the ‘-' 

Detonator with the Plastic Bomb to make Bomb & Detonator. 
(Sounds like a bad buddy-cop movie.) Go to Northeast Hail 
IF and through the north door with the Diamond Key into 
the Questioning Room, Take the Cord off the desk and 
the Eagle Stone from the shelves. Hold onto your knick¬ 
ers and quickly return to Southwest Hail IF. 


Grab the Ink Ribbon, drop off extra stuff, and save the 
game. Return outside and you see Sherry, who stubborn¬ 
ly insists she heard her father, and crawls through the gate 
to find him. Now you're in control of the little darling, with 
nothing but a First Aid Spray and her, uh, wits to protect 
her. The cool-yet-bizarre thing is. Sherry can take much 
more damage than Claire can. (No need to test that, of 
course...) Run north and onto the elevator. In the next area, 
immediately run west and through the north door while 
two Cerberus nip at your prepubescent bottom. Climb down 
the steps to the bottom and push all three crates into the 
wall. You're like Sporty Spice or somethin'. Climb back to 

the higher ledge and |--- 

move the lever to fill 
the basin; the crates 
float upward and cre¬ 
ate a makeshift 
bridge. Run across ' - 

and take the Precinct 

Club Key from the W 

shelves. Return across 

the crates and snag fr j 

the Sewage Disposal . . .. . ...I . 

Map from the wall near the door. 


Tlitre’s b itfiichtno tun 

and b Bid* puck. 


Walk to the sparking 
box in the southwest 
corner and use the 
Cord to repair it and 
close the shutters. This 
keeps out many 
pesky zombies during 
Leon's second mission. 
Return to South Hall 
2F. Plant the Bomb in 
the wreckage (in the 
corner, next to the 
door) and you auto¬ 
matically run around 
the corner as it goes 
boom. Run through 
the unblocked tunnel 
and through the north 
door into the Chief's 
Office. Brian Irons, 
gifted with the voice 


Take the Acid Rounds from the desk and read the 
Watchman's Diary on the bed. (By the way, have you noticed 
how everyone's diaries seem like they were written by the 
same person?) Visit an Item Box and grab the Lighter 
and Grenade Launcher. Go to Northeast Hail 1F and through 
the south blue-green door into the Press Room. Shoot the 
ticker with an Acid Round as you stand by the door. Light 
up the furnace in the northwest corner, then light up the 

torches in this order; ■ . . . . ... - 

middle, right, left (12, V J | J 

13, 1 1 ). Grab a very f . M \ M 

well-hidden First Aid * | 

Spray behind the blue 

books on the desk, j 

then go into the south- Of 

east corner and pick , V 

up the Gear Cogwheel 13 hsi b$*j» 

and Film B. Go to the eidtriH. ^ 

Dark Room (under the L- <•' ■»» 


Return outside and run to the west side of the walkway, 












join the two halves to create the Jaguar Stone. 
Saved der garnen and go to South Hall 2F, then 
through the north door to the Chief's Office. 


the ground and try to leave. Sherry plunges through a grate 
lands on rotting trash and is presumably eaten by the crea 
ture seen earlier. No big whoop. Back to Claire: go througl 
the north door into the Control Room, taking the two Blue 
Herbs before you do. Save the game and read the Sewe 
Manager Fax on the table. (And, hey, who among us has 
n't wanted to be in charge of millions of gallons of humai 
waste?) Rummage through the handbag for Hand Gut 
Bullets, and snag a First Aid Spray from the lockers next t< 
the typewriter. Go through the east door and down the lad 
der into the Warehouse. 


Oh, Sherry! Put the three Stones into the painting to 

open a secret i- 

door. Walk into ,• 

the door and take f • ■ 

•he Mail to the ■. 

Chief. Go down „ * ! . 'Uh 

the elevator as |* 

Sherry freaks. 

Hey, kid, you're I 

the one who 
keeps bagging! | 

Run forward and - 

watch a nasty cut-scene with Brian Irons, Run to the west 
end of the dark hall and through the door into the Taxidermy 
Room. Plot points spill all over you as Irons rambles on 
about the G-Virus and Sherry's parents before a belly-worm 
ruptures his gut in a horrific moment I'm certain was not 
at all inspired fay the motion picture Alien, Grab the Acid 
Rounds from the table in the southeast comer and go down 
the ladder into the Cavern. Gird your foins (Spalding pro* 
tective cups receive our endorsement) for the first of sev¬ 
eral boss battles! 


Kill the puking zombie if you wish, then grab the Bow Gur 
Bolts from the middle shelf and the Grenade Rounds in the 
southwest comer. Climb back to the Control Room and makt 
sure you have the Grenade Launcher, Flame Rounds am 
Valve Handle, Go down the northeast elevator to Sewe; 
B2, Sprint into the west corridor and take the Sewer Map 
from the wait then go ^ ^ 

through the west door \ 

into the next hall* Run $0 

into the south alcove M 

and search the bod- i « ■ A v j mt 

ies for Flame Rounds. ™ jlj lijjli 

Run north to see two \ jjp 

very big spiders. Run , ' W 

from them instead of jfm 

shooting, and don’t ; * \V '■ ^ 

worry if you’re poi- * ^ 1 r - 

sorted. Run through 

the west door to the 

next hall. Continue * 

running west and go * 

through the south V • T 

door. 


This very ugly dude is 
1 fairly easy to frag. Just 

ft t plug away with Acid 

( Rounds from the 
Grenade Launcher: five 
/ or six shots, tops, and 
he's meat. (It takes 
— seven or eight Flame 

Rounds; all the other 
weapons take forever,) 
Whenever he gets 
close, he spits out little body-hugging crit¬ 
ters, Shake them off by rotating the D- 
pad, then shoot the bastiches with the 
Hand Gun or just run on them. Climb 
back up the ladder after he's dead and 


Whoa! Annette Biricin, _ 

Sherry's mom, waves —- 

a pistol under your l—^ 
nose and accuses you of being a spy, followed by a bic 
FMV flashback cut-scene with another two dozen plot points. 
Annette runs to find Sherry and leaves you alone, take c 
Blue Herb from the planter if you need to soothe a spidei 
bite (there’s an infinite supply). Run to the other side of the 
walkway and use the Valve Handle to lower the bridge. 
Walk across to find two Green Herbs, Flame Rounds and 
an ink Ribbon and Typewriter. Save the game and use 
the Handle again to raise the bridge. Go through the wesl 
door and run forward to find Sherry. 


Northwest Stairs) ' A \ lt)Ti 

and develop the second \ Xnm 

roll for ◦ haunting close-up ’ wk .• 1 

of a dead guy Grab the Crank U 

and drop off the Lighter. Head 
up to the Library. (If you go through 
Main Hall 2F, you encounter a Licker next to the emergency 
ladder.] 


return , ) | 

to Sheny, who has by ■■ * : n v £ 

now formed some 1 j j —. 

very serious aban- ^ 

donment issues. After J 

a brief chat on the t , 

walkie-talkie with jl \ 

Leon, head down the -—-——-— 1 > 

elevator and the ladder. Run to the end of the path in the 
Cavern and push the button to lower another ladder. Climb 
up and walk forward into the sewer water. Claire and 
Sherry spot a big ol' zombie above them and automatically 
run into the next area, whereupon Sherry Is swallowed 
into a drain* Guess who's in charge of her fate again? 


As you enter the Library, a group of determined (and hun¬ 
gry) zombies surges through the first-floor windows into 
the Station. Fortunately this isn't a problem for anyone 
except the window 
repairman, since 
you're not headed 
back to those areas. 

Go to Main Hall 3F up 
the stairs and through 
the northeast door. 

Shoot the Licker and 
go through the south 
door into the Clock 
Tower. Use the Crank 
in the hole in the north 
wall to lower the 
stairs, then go up and 
use the Gear, Push the 
switch to reveal the 
other half of the Blue 
Stone. Take it and go 
to Waiting Room 2F. 

Grab the Stones and 


Run forward and through the north door into the Warehouse, 
Run to the grate on the west side, dodging the projectile¬ 
vomiting zombie in the middle of the room, and crawl 

through it to the next -- 

tunnel. Sun west 
across the tunnel 
while shaking off the 

roaches (if four of 'em ^ 

get a simultaneous j * 

grip. Sherry is so very ***%+ * y 

dead) and through \ \ jj 

the next grate. Pick M* a 

up the Wolf Medal on 


It icokiHike-a switchr Will 
you ptoitnrr - i y«b n<* 













Now, the second method: run down the corridor ond exam¬ 
ine the yellow light on the left wall. A canister drops to the 
ground* Wait for the - ■ ■ ■■■ . 

Alligator to bite into if, j SKSHPV 

then shoot the canis- — ^ _ 

ter with the Hand Gun fjjg ( ^ 

to blow it up, along ] ^ ^ | 

with the vast majori- |if■? f 

ty of the Gator's head. ^ IJjLgfc 

Leon will thus not 
have to fight him in 

the second mission, \ 

■■ M V aw 6 • JhV. 

^ _i. Ip ■ _ w j j^.yv * • i y, j i 

Return down the hall -- 

to Sherry. Release the electronic lock and enter the Dumping 
Area. 



Wake up Sherry (who's perhaps a little TOO comfortable 
sleeping on garbage) and take the Wolf Medal from the 
rock, then grab a well-hidden Ink Ribbon in the trash to the 
right of where she was sleeping. Climb the ladder in the 
northwest corner to Sewer B1, Run up the ramps to the con¬ 
trol panels in the northwest corner. Take the Eagle Medal 

from the very dead -*- - - 

man and read the .SS ~~ 

Manager I 


Sewer 

Diary. Now run into ^ 

the southeast corner ^ ■*> - ; 

and use the Handle to ' J 

turn off the fan at the / "L 

top of the ladder. V 

(You're done with the x. 

Handle now, by the 

by, and should dump I-^——-—^- 

it at the next Item Box.) Run through the fan shaft and down 
the ladder on the other side. 



Run northwest to the next area and west to the water* 
fall. At least one, and usually two or three, zombies wake 
up along the way; kill them or avoid them. Pop the Medals 
into the slots to the right of the wa-wa and go through 
the door. Run through 
the next area and 
through the north 
door. Now, if you 
drove off the Gator 
with Flame Rounds, 
the shelf in the north* 
west comer has Flame 
Rounds and Hand 
Gun Ammo. If you 
used the canister to 
kill the Gator, there's nothing, nada, nil, zilch, zip, zero as 
punishment for taking the easy way out. Run east to the 
tram. Press the button on the south side to turn on the power, 
then walk to the north side and hop aboard. 


The water ie flowinff f too 
faet for me to cross. 



Turn west and check out the flare gun. If you have your 
Lighter, use it to see the glint of an item on the ground behind 
you: the Weapon Box Key. If you can't set off the gun, 

just search along the ■- 

northwest wall to find L I 

the Key close to the , £ 

gun. Go through the Y . t . 

east door to the next 

This hall branch- H/i ' 


area 

es north and south, 
and it's teeming with 
zombies in both direc¬ 
tions. Go down the 
north branch first; at 
the end of the corridor, frisk the body for the Spark Shot. 
This crazy weapon takes up two inventory slots but isn't 
particularly useful; it just looks kinda coot. Go to the south 
hall and through the door into the next area. Another branch, 
this time west and east. Go east and take the two Green 

Herbs, then west and n——- 

up the ladder into the 4 

Factory Office. 


A flare;.Sun, l&negd 
someth®!! to,@klte 


Take the Normal and 
Flame Grenades from 
the desk and the Ink 
Ribbon and the First 
Aid Spray tucked into 
the northeast corner 
cabinet. Dump off the 


Handle, the Spark Shot and any other extraneous stuff. 
Don't save yet, as there's a touch more business to take 
care of. Go through the north door. Search the barrels in 
the southwest corner for Hand Gun Bullets. Take the Factory 
Map on the south wait and run to the east. Board the train 
through the door on the rear. Walk to the forward room 
and take the Control Panel Key from the wall. Then take 
the Flame Rounds in the corner of the south wall (just 
"behind" the front). Leave the train, return to the Office and 
save, Take the Grenade Launcher, Flame Rounds and heal¬ 
ing items. Return to the train and use the Control Panel Key 
near the back of the train. You automatically hop aboard 
and ride (c'mon and ride it) down to the Laboratory. 

As Sherry complains of a stomachache, you walk outside 
to fight a large (and in charge) monster. He can quickly 
whip his claw into 
your flesh, but it does¬ 
n’t do as much dam¬ 
age as you’d think. 

When he gets close, 
wait for his claw to 
rise and run past him 
on file non-daw side. 

Keep running, turning 
and firing Flame 
Rounds. After absorb¬ 
ing seven or eight shots, the monster pauses, shrugs his 
shoulders and comes at you much more slowly. One more 
hit (wait until he's moving at you) and he's kaput. Return 
inside to listen to more of Sherry's complaining. Claire hands 
over her vest. 



You start in the Security Room with Sherry, who has to be 
on the verge of hatching her belly-worm; I mean, what, 
H took Brian's about two minutes. Take Flame Rounds out 
of the north locker, Acid Rounds from the west desk, a Green 
Herb in the northeast corner and an Ink Ribbon near the 
south typewriter, where you should most definitely save. 
Definitely. Go through the southeast door to the next area. 
Go through the south door to the Main Shaft, Run south 
to the fork and go southeast through the blue door into the 
next area. From here, run east and go through the icy door 
into the Frozen Room. Take die First Aid 5pray from the bar¬ 
rel on the east wall and take the Fuse Case in the south¬ 


east corner. Walk to the very nearby control box and use 
the Fuse Case. That was a puzzle?! Yeesh. You obtain the 
Main Fuse. Return to the Main Shaft and put the Main Fuse 


into the breaker sys¬ 
tem . The power clicks 
on throughout the 
lab. Go southwest 
through the red door, 
then run west and to 
two doors. Enter the 
north one; the west is 
locked. 

Open the locker next 



to the door for Bow Gun Bolts and grab the User Registration 


note on the bench. (The secret password is GUEST?! Once 
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Arm your Launcher with Flame Rounds and press the shut¬ 
ter switch. Quickly turn and fire two Flame Rounds between 
the plant monsters to waste them. (When Mirade-Gro goes 
bad.,.] Go through the east door and immediately draw 
and fire to flame the plant. Return into the previous hall 
and kill two more plants; I promise none will come back 
after these last two. Return outside and down the ladder 
to Floor B5. 

Go through the door at the bottom. Enter the hallway 
and prepare to kill three lickers with your remaining Acid 
Rounds. There are three Green Herbs against the wall for 
healin'-up purposes. Continue down the hall and through 
the north door to the Monitor Room, Grab the Laboratory 
Map from the control panel (glowing blue) and use the type¬ 
writer to save. Make sure you have the Weapon Box Key 
before heading through the west door. 

Run west in the hall and through the south door into the 
Research Lab. Open the middle locker with the Weapon 
Box Key to find two boxes of Grenade Rounds. You now 
have so much Grenade ammo that you can use it against 
zombies for considerably more visually spectacular kills. 
Go through the sliding doors to the Lab's largest room, blast¬ 
ing zombies into flaming pieces on the way. lit the big room, 
grab the Lab Key Card from the table. Return to the west 
hall for your second and final encounter with Annette, who 
eventually runs away and gets hacked by hubby William, 
i believe Arnold Schwarzenegger said it best in the film 
Total Recall after 
shooting wife Sharon 
Stone in the brain: 

"Considuh dot a divo- 
hcel" 

Take rite Red Herb in 
the southwest comer 
if you want or need it 
(can you tell I just now 
noticed it?). Run north 
and open the door 
with the Lab Card 
Key. Destroy the less- 
than-inti mi dating 
mega-moth (who 
does strike fear into 
the hearts of shirt clos¬ 
ets the world over) 
with regular Grenade 
Rounds. Claire refus¬ 
es to place her delicate hands near the fist-sized maggots 
on the keyboard, so clear the cuties away with the Hand 
Gun or a Grenade, the massive explosion of which leaves 
the delicate computer equipment unscathed. (I've had a 
keyboard conk out when I spilled an ounce of Mountain 
Dew Into it, but this sucker survives point-blank weapons 
fire? I don't THINK sol] Enter rite password GUEST and reg¬ 
ister your fingerprint. 




again, the nerd in me wants to berate this game for such 
silliness...) Snack on the Blue Herbs if you need one, then 
shoot a Flame Round into the tentacle to kill it. Read the 
Laboratory Security manual in front of the computer and 
use the 'puter to acti- ^— , . ■ 
vote the Anti-B.O.W. J 

screen a lovely shade I 1 

has a (very) minor rj™ j 

weakening effect on H■ ■» -mi 'Jsm 1 " ilBLsSe 

the Lickers. Climb I 
through the hole into 
the south room and 

dispatch the two 1..- 

Lickers with Acid _ 

Rounds. Take the two . , Jn ‘/, A 

Grenade Rounds from : ^ \ 

the locker in the cor- j 

ner, and the Ink 

Ribbon from the desk. Ml ’ 


Return to Floor B4. Run to the Monitor Room for a glimpse 
of Leon, that crazy guy, coming down to help. Lastly, a ticker 
drops out of the roof in the area south of Hie Monitor Room. 
Frag it, dude, and climb the ladder. Run back to the blue 
corridor (southeast). Press the shutter switch to open the 
reinforced door, then run southwest and use the fingerprint 
lock. You can’t get in, but you set up the lock for Leon's sec¬ 
ond mission. Now go 
through the lab door. 

Grab the Vaccine 
Cartridge and 
Grenade Rounds from 
the table as you enter, 
then turn and kill the 
five zombies with 
Grenades or the Bow 
Gun. Pretty easy kills. 

Push the red light 
switch and use the Cartridge in the round machine. Run 
to the table in the southeast comer and take the MO Disk 
from the bed, then press the VAM start switch. Return to 
the machine and grab the Base Vaccine. 


eerprirc.l 


Return to the hall and 
run southeast to the 
large door next to the 
words "West Area." 


Return to Floor B5. During your little journey, you’re besieged 
by buck-naked zombies. Frag the nudists (which, in a very 

















stink or ore extremely paranoid.) Run east and through the 
door to the Alley. Avoid the zombies as you dash east 
and south to the stairs. Climb up to the Roof and watch the 
insanely cool video sequence. Run east and go through the 
door into Southeast Hall 2F. There's a Green Herb in the 
northeast corner as you enter. Grab it and run down the 
hall to the crow-eaten cop. Take the Hand Gun Bullets off 
his bloody bod and continue forward. Run west through 
the door to South Hall 2F, 


Scamper through the west door into Waiting Room 2F before 
the two Lickers pretend you're the world's largest Tootsie 
Pop. Take the Ink Ribbon from the typewriter (now you can 
save) and the Hand Gun Bullets on the couch (it's one of 
those very special 30-round boxes). Dump the Ribbons and 
Knife in die Box. Go through the west door to Main Hall 2F. 
Run to the emergency ladder, activate it and climb down 
to Main Hall 1F. Take the Grenade Launcher from the desk 
and the Ink Ribbon from the typewriter. Go back up the 
ladder and return to Southeast Hall 2F, then through the 
southeast door to the Stairwell. Go down the stairs and 
enter East Office 1F, 


Take the Hand Gun Bullets from Mr. Rotting as you enter, 
then run into the office and dust the assembled undead. 
Collect the items: Acid Rounds and Police Station Map in the 
safe (combo 2236), Hand Gun Rounds on the desk. Green 
Herb behind the desk, Ink Ribbon on the desk near the ceil¬ 
ing fan, Valve Handle in the southeast corner. Arm the 
Grenade Launcher with regular rounds and go through the 
west door into the Southeast Hall 1F. Turn right and shoot 
three zombies with a grenade, then left and shoot the other 
three. Finish off survivors with the Hand Gun and return to 
the Roof. Run into the passage behind the chopper. Use the 
Valve Handle to burst the water tank above the burning 
wreckage. Examine the pilot's door of the helicopter for 
Acid Rounds. Equip the Grenade Launcher with Acid Rounds 
and re-enter Southeast Hall 2F. 


This is your first of many encounters with Tyrant-103. (Where 
exactly you run into him during the mission depends on 
the paths you take.) Shoot him with Acid Rounds (best) 
or Flame Rounds (decent), or simply run away. The best 
way to flee is to let him strike you once (which does a fair¬ 
ly weak amount of damage) and run past when he starts 
his overhead chop. If 
you "kill" the Tyrant, 
you can pluck increas¬ 
ingly cool items from 
his body. In this first 
encounter, it's 30 
Hand Gun Bullets. 

Return to South Hall 
2F. Run around the 
extinguished heli¬ 
copter and through 
the northeast door to Chained Statue Room. Take the Blue 
Card Key from the box near the left relief. Shoot the Licker 
with Acid Rounds as you leave. Head for Main Hall 2F, drop¬ 
ping off the Handle in a Box on the way. 


bies in plain sight and the third zombie hiding around the 
partition. Read the Police Memorandum {or don't), ther 
unlock the drawer and take the First Aid Spray. Go through 
the southwest door. If Leon closed the shutters in the firsl 
mission, the Hall is zombie-free. Search the dead cop foi 
Hand Gun Bullets and go through the east door into the File 
Room. 


Search the boxes near the door for an Ink Ribbon, then gc 
around the corner and push the stepladder straight aheac 
into the wall. Climb onto it and take the Lighter. Return tc 
Southwest Hall IF. Walk north into Northwest Hall If 
and through the double doors to the Briefing Room. (Yoc 
have to kill two "surprise" zombies along the way.) Search 
the comer of the back room for Hand Gun Ammo, then use 
the Lighter on the fireplace to reveal the Red Jewel. Returr 
to the Northwest Hall and walk through the east door tc 
West Stairwell 1F. Take the Green Herbs and go through 
the door into the Dark Room, 


Take the Ink Ribbon from the desk and the Hand Gun Bulleh 
from the cabinet. Put away the Herbs, Lighter and Jewel, 
and save if you desire. Go back outside and up the stair: 
to Statue Hall 2F. Shove the busts into place on the flooi 
panels so they're gazing at the center statue. If you push 
either bust into a wall, leave the Hall and come back; the 
busts return to their original locations. When the bust: 
are locked in, the middle dude drops a Red Jewel. Take il 
and go through the west door into Southwest Hail 2F, ther 
go through the east door into the S.T.A.R.S. Room. Leon! 
Whaddup, my man? 

Open the locker in the 
southwest corner and 
take the Bow Gun, 
then grab the 
Diamond Key off 
Chris's desk. As you 
leave the room, the 
fax machine prints out 
the Mail to Chris. Read 
it (or don't) and return 
outside. Kill the zombie cop chasing Sherry and go through 
the door into Lounge 2F. 


Quickly equip the 
Grenade Launcher 
with regular ammo. 

One or two shots 
should kill all five 
zombies. Open the 
locked drawer for 
Hand Gun Bullets, 
then return down¬ 
stairs and go through 
the south door to the 
Ammo Room. Drop off the second Jewel on Hie way. (If you 
enter the Library, you trigger additional zombies on Floor 
1F.) Search the cabinets for Bow Gun Bolts, a Plastic Bomb 
and Film. Go through the south door into West Office 1F. 
Use the Bow Gun to slaughter the zombies. One dose-range 
shot takes down each undead dude. Take the Detonator 
on the desk. Green Herb in the northwest corner and Hand 
Gun Bullets in the east lockers. (Go out and dump the Bow 
Gun in the Dark Room Box,) Return to Southeast Hall I F 
through Main Hall IF and through the north door to 
Northeast Hall IF. Go through the southwest door first. Use 
the Acid Rounds to kill the Licker (or avoid it) and lake 
the Hand Gun Bullets from the shelves next to the door. 
Return to the hall and through the northwest door into 
the Questioning Room. Take the First Aid Spray, kill the 
Licker, and take Hie Eagle Stone on the shelves. 


Stop at the Waiting Room 2F Item Box through Main Hall 
1F, dump the Stone and grab both Red Jewels. Return to 


Final fight against boss! He one crazy dude! In his first form, 
simply blast him from 
a distance with Flame 
Rounds. His second 
form is considerably 
more dangerous. If 
you get too close, he 
chews on you and 
spits you out; run too 
far away and he exe¬ 
cutes a jumping 
attack. Medium range 
is therefore the way 
to go. Keep healing 
up, as his more pow¬ 
erful attacks can kill 
you if your heolth has 
been whittled down to 
the Caution range. 

Eight or nine more 
Flame Round blasts 
and he dies forever. 

You need roughly a minute to escape to Hie train and wit¬ 
ness the first ending sequence. 


Because you've played both Claire and Leon's first missions, 
and therefore should be very familiar with the sights and 
sounds of RE2, we've forsaken the yuk-yuks and trimmed 
down on the screenshots in this second walkthrough for 
the sake of brevity. (Check out Leon's 2nd Mission walk¬ 
through for some pretty pictures of the new areas.) 


welcome omission on 
Capcom's part, are not 
anatomically correct) 
with the Bow Gun or 
regular Grenades. 

Return to the lab 
where you found the 
Lab Card Key. Go into 
the southeast corner 
and use the Vaccine 
Base in the synthesis 
machine. Push the switch and remove the completed Vaccine. 
Now chug the viai and—oh, yeah, we need to save some 
for sick Sherry. Return to the Monitor Room and save for 
the final time. Bring your Grenade Launcher and all the 
ammo, the MO Disk, and plenty of healing items. Run to 
the south hangar and unlock the east door with the MO 
Disk. Run down the hall and through the door. The gua- 
camole gets neck-deep as the door slams shut behind 
you and the Pleasant Female Voice of Imminent Self- 
Destruction (just once, I'd love to hear a really panicky 
voice—"It's gonna blow! Get out!! GET OUT!!!") announces 
that there's only five minutes until the lab faw down, go 
boom. Run across the room ond push the button on the 
right. 


Kill Hie five zombies on the west side of the walkway, near 
the Library door. Take the Unicorn Medal from the wall in 
the southwest corner 
and climb down the 
ladder. Use the Card 
Key to open the side 
doors. Use the Medal 
in the base of the stat¬ 
ue and take the 
Spade Key. Go 
through the southwest 
door into the Lobby. 

Shoot the two zom¬ 


Run east around the zombies and through the south door. 
Quickly turn and run 
west into the guard 
booth. Snatch the 
Cabin Key from the 
desk and run east. 

Unlock the door and 
go through. Search the 
northwest desk for 
Hand Gun Bullets and 
an Ink Ribbon, (Don't 
save yet unless you 
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Chained Statue Room 2F. Place the Jewels into the reliefs 
and take the Blue Stone. Return outside. Plant the Bomb in 
the wreckage (in the comer, next to the door) and you auto¬ 
matically run around the comer as it explodes. Run through 
the unblocked tunnel and through the north door into the 
Chief's Office. Talk to the Chief and go through the south 
door to the Ornate Hall. Run around and go through the 
south door to the Relic Room. Walk to the north side of the 
room and push the switch. Open the trunk against the west 
wall for Hand Gun Bullets and return to the Chief's Office. 
Take the Heart Key and return down the ladder to East 
Office 1F. Drop off the Blue Stone on the way. Go through 
the northeast door into Far East Hall IF. Kill the single 
Cerberus and search the northwest comer around the stairs 
(in the bucket) for Acid Rounds. 


Go down the stairs to Basement Hall and through the far 
east door into Outside Hall. Run down the Hall and down 
the manhole. Enter the Storeroom, but don't save the game 
yet. Return outside 
and you see Sherry, 
then take control of 
her. As Sherry, run 
north onto the eleva¬ 
tor. In the next area, 
immediately run west 
and through the north 
door, Climb down the 
steps and push all 
three crates into the 
wall. Climb back to the higher ledge and move the lever to 
fill the basin. Run across the crates and take the Precinct 
Club Key from the shelves. 


It- 


mw 


Return outside and run to the west side of the walkway. 
Enter the room and take the Grenade Rounds. Scurry back 
to the elevator and use it. Sherry walks back to Claire and 
tosses her the items before running off again, Take the 
Rounds and Key and return to the Storeroom. Save the 
game and return to Basement Hall. Go through the north 
double doors into the Switch Room. Take the Green Herb 
in the southwest corner and use the switch panel in the 
northwest corner; throw the switches Up, Down, Up, Down, 
Up. Return to the Basement Hall and go through the south¬ 
east door into the Autopsy Room. Kill the two Lickers with 
Acid Rounds and take the Red Card Key out of the south¬ 
east cabinet. Return to Basement Hall and use the Key on 
the reader to open the door into Weapon Storage. 


Take the two cases of Hand Gun Bullets, Acid Rounds, 
and the Side Pack. Return to Basement Hall and through 
the southwest door into Parking Garage. Kill or avoid 
the two Cerberus and go through the west door into Prison 
Block. Kill two more Cerberus with the regular Grenades 
and continue forward. Take the Fitm on the table (or don't) 
and enter the cell area. The north cell has a Green Herb and 
Blue Herb, and the south cabinet has Bow Gun Bolts. Return 
to the hail and through the north door to the Kennel. Kill 
the two Cerberus with regular Grenades and pick up the 
Crank. Return to Far East Hall IF and open the north door 
into the Watchman's Room. Take the Acid Rounds from the 
desk and the Ink Ribbon from the messy table. 


Visit the Lobby 1F Item Box, dump the Crank and grab the 
Lighter. Go to Northeast Hall 1F and through the south blue- 
green door into the Press Room. Light up the furnace in the 
northwest comer, then 
light up the torches 
(middle, right, left). 

Defeat Tyrant-103 
with Acid Rounds and 
take the Hand Gun 
Bullets. Take the First 
Aid Spray behind the 
blue books on the 
desk, then go into the 
southeast corner and 
pick up the Gear 
Cogwheel. Grab the 
Crank and drop off 
the Lighter at an Item 
Box. Head up the lad¬ 
der to the Library. You 
encounter Tyrant-103 
in Northeast Halt IF 
on the way. (if you go 
through Main Hall 2F, 


you find a Licker next to the emergency ladder.) 


As you enter the Library, the shutter box overloads and 
zombies surge through the first-floor windows into the 
Station. Climb the 
stairs and walk to the 
northwest corner of 
the walkway. It col¬ 
lapses and drops you 
into a hidden area. 

Look at the picture on 
the wall. Press the 
button on the wall 
and walk outside to 
the shelves. Push the 
switches to match the shelves with the picture. Return to 
the picture and take the Serpent Stone. Go to Main Hall 
3 F up the stairs and through the northeast door. Go through 
the south door into the Clock Tower. 


Use the Crank In the hole in the north wall to lower the 
stairs, then go up and use the Gear. Push the switch to 
reveal the other half of the Blue Stone. Take it and go across 
Main Hall 2F to Waiting Room 2F. You fight Tyrant-103 in 
Main Hall 3F; avoid 
him unless you have 
plenty of Acid Rounds 
to spare. Take the 
Stones and join the 
two halves to create 
the Jaguar Stone. 

Save the game and 
go to South Hall 2F, 
then through the north 
door to the Chief's 

Office. Place the Stones into Hie painting to open 
a secret door. Walk into Hie door and go down 
the elevator. Run to the west end of the dark hall 
and through the door into the Taxidermy Room. 

Grab the Acid Rounds from the southeast corner 
and go down the ladder to the Cavern. 


Shoot the fierce crea¬ 
ture with Acid Rounds 
from the Grenade 
Launcher. Run away 
whenever he starts 
his swing. If you're 
pinned in a corner, 
run away before 
you're struck with the 
overhead blow, 
which kills you 
regardless of your health. When he's 
about to die, he swings wildly. One 
more shot and he tumbles over the 
railing. Climb up the ladder and 
return to Sherry. Run to the end 
of the path in the Cavern and 
push the button to lower anoth¬ 
er ladder. Climb up and walk 
forward into the sewer 
water. Claire and Sherry 
spot Tyrant-103 above them 


and inside the lockers near the typewriter for First Aid Spray. 
Go through the east door and down the ladder into the 
Warehouse. Kill the puking zombie and grab the Bow Gun 
Bolts from the middle shelf and the Grenade Rounds in the 
southwest comer. Climb back to the Control Room. Go down 
the northeast elevator to Sewer B2. You find a bleeding 
Leon. Run north and 
go up the elevator to 
Leon's Control Room! 

Take the Hand Gun 
Bullets in the north¬ 
west corner, Push 
aside the cabinet on 
the west wall and go 
down the ladder to 
the Warehouse with 
the Lighter. Walk into 
the corner and light the lantern. There's another one on the 
other side of the room. Search the southeast corner for 
Flame Rounds and the southwest comer for Grenade Rounds. 


Return to the hall where you found Leon (after dumping 
the Lighter and taking the Valve Handle). Run into the west 
corridor and through the west door into the next hall. 
Run into the south alcove and search the bodies for Flame 
Rounds and the Wolf Medal. Run through the west door to 
the next hall. Continue running west and go through the 
south door. Take a Blue Herb from the planter to cure poi¬ 
soning. Run to the other side of the walkway and use the 
Valve Handle to lower the bridge. Walk across to find 
two Green Herbs, Flame Rounds and an Ink Ribbon and 
typewriter. Use the Handle again to raise the bridge. Go 
through the west door and run forward. 


If you killed the Alligator in Leon's first mission, Claire won't 
encounter him now. If Leon only drove him away, Claire 
has to fight him with one of two methods. Method #1: 
run ahead of him to each comer and shoot as he slith¬ 
ers around it, using the Grenade Launcher 

and Flame Rounds. 
You can get off 
three or four 


and run into the next area, 
whereupon Sherry is swal¬ 
lowed into a drain. You 
don't play her in the sec¬ 
ond mission, though. Run 
forward and through the 
door into Hie Control Room. 


Save the game and read the 
5ewer Manager Fax on the 
table (or don't). Look inside the 
handbag for Hand Gun Bullets, 











Launcher and Flame Rounds. You can get off three or four 
shots at each corner. The final shot must be taken from the 
end of the corridor; only blasting him from this camera view 
will kill him. Method #2; run down the corridor and exam¬ 
ine the yellow light on the left wall. A canister drops to the 
ground. Wait for the Alligator to bite into it, then shoot 
the canister with the Hand Gun. Return down the hall 
and enter the Dumping Area. 


Take a well-hidden Ink Ribbon in the trash and climb the 
ladder in the northwest corner to Sewer B1. Run up the 
ramps to the control panels in the northwest corner. Take 
the Eagle Medal. Run into the southeast comer and use the 
Handle to turn off the fan at the top of the ladder. (You're 
done with the Handle now and should dump it at the next 
Item Box.) Run through the fan shaft and down the lad¬ 
der on the other side. Run northwest to the next area and 
west to the waterfall. Several zombies wake up along 
the way; kill them or avoid them. Pop the Medals into 
the slots to the right of the waterfall and go through the 
door. Run through the next area and through the north 
door. Run east to the tram. Press the button on the south 
side to call it back, then walk to the north side and hop 
aboard. 


Turn west to the flare gun. Search along the northwest wall 
to find the Weapon Box Key dose to the gun. Go through 
the east door to the next area. This hall branches north and 
south. Go down the north branch first; at the end of the cor¬ 
ridor, frisk rite body for the Spark Shot. Go to the south hall 
and through the door into the next area. Another branch, 
this time west and east. Go east for Blue and Green Herbs, 
then west and up the ladder into the Factory Office. 


Take the Acid and Flame Rounds from the desk and the Ink 
Ribbon and the First Aid Spray in the comer cabinet. Dump 
off the Handle, Key and useless Spark Shot. Don't save yet. 
Go through the north door. Search rite barrels in the south¬ 
west corner for Hand Gun Bullets and go down the ele¬ 
vator. Follow the path to a control room. Turn on the monitor 
(with the red flashing light), then take the Control Panel 
Key and arm the Acid 
Rounds to kill Tyrant- 
103. Return to Sherry, 
save the game and 
use the Key in the cor¬ 
ner control panel. 

Return outside and 
use the control panel 
to automatically 
board the train. 


Take the Flame 
Rounds in the corner 
of the south wall (just 
"behind" the front of 
the train). Leave the 
train to fight the boss. 

Whenever he gets 
close, wait for his 
claws to rise and run 
past him. Keep run¬ 
ning, turning and firing Flame Rounds. After absorbing 
eight or nine shots, the monster jumps off the platform. 
Return inside and the 
train overheats. 


Walk outside to Floor 
Bl. Run to the west 
side of the train and 
go through the venti¬ 
lation shaft. Run 
through the south 
door into the next 


area. Take what you 
need from the Item 
Box and go down the 
elevator (push the but¬ 
ton) to Floor B2, Run 
into the southeast cor¬ 
ner. Take the 
investigative Report 
paper from the dead 
body (or don't). In the 
far corner are Flame 
Rounds and a type¬ 
writer. Run to the east 
elevator and down to 
Floor B3, Kill Hie two 
Lickers with Acid 
Rounds. Run into the 
northeast corner and 
throw the switch. 
Return to Floor Bl and 
use the west elevator 
to descend to Floor B4. 


Kill the naked zombies with regular Grenades or the Hand 
Gun and enter the Security Room. Take Hand Gun Bullets 
out of the north locker. Flame Rounds from the west desk 
and an Ink Ribbon near the south typewriter. Return out¬ 
side and through the south door to the Main Shaft. Run 
south to the fork and go southeast through the blue door 
into the next area. Run east and go through the icy door 
into the Frozen Room. Take the First Aid Spray from the bar¬ 
rel on the east wall and take the Fuse Case in the south¬ 
east corner. Walk to the very nearby control box and use 
the Fuse Case to get the Main Fuse. Return to the Main Shaft 
and put the Main Fuse into the breaker system. Go south¬ 
west through the red door, then run west and to two doors. 
Enter the north door. 


If Leon killed the plant in his first mission, the room has 
three naked zombies (use regular Grenades and the Hand 
Gun). If he didn't, you need to kill it now with a Flame 
Round. Take the Lab Card Key and climb through the shaft 
into the south room. Kill the Lickers with Acid Rounds. Take 
the two Grenade Rounds from the locker in the corner, and 
the Ink Ribbon from the desk. Return to the hall and run 
southeast to the large door next to the words "West Area." 
Arm your Launcher with Flame Rounds and press the shut¬ 
ter switch. Quickly turn and fire two Flame Rounds between 
the plant monsters. Go through the east door and imme¬ 
diately draw and fire to flame the plant. Return into the 
previous hall and kill two more plants. Return outside and 
down the ladder to Floor B5. 


Go through the door at the bottom. Enter the hallway 
and kill three Lickers with your Acid Rounds. Continue down 
the hail and through the north door to the Monitor Room. 
Grab the Laboratory Map from the control panel and use 
the typewriter to save. Make sure to take the Weapon Box 
Key before heading through rite west door. Run west in the 
hall and through the south door into the Lab. Open the lock¬ 
er with the Weapon Box Key to find two boxes of Grenade 
Rounds. You now have so much Grenade ammo that you 
can use it against zombies. Go through the sliding doors to 
the Lab's largest room and take the Power Room Key from 
the table. 


Return outside, run north and open the door with the Lab 
Card Key. Destroy the moth with a few Flame Rounds. Shoot 
the maggots with the Hand Gun or a Grenade, Enter the 
password GUEST and register your fingerprint. Return to 
Floor B4 and rite blue corridor (southeast). Press the shut¬ 
ter switch to open the reinforced door, then run south¬ 
west and use the fingerprint lock. Go through the door into 
the Tyrant Room. Kill the three Lickers with Flame or reg¬ 


Run north and up the 
west elevator to Floor 
B1, Run south to the 
elevator area. Push 
the black crate onto 
the elevator and go 
down to Floor B2. 
Now push the crate 
north and adjacent to 
the stack of two 
boxes. Climb up the 
crates to the door and 
use the Power Room 
Key to go through. 
Run along the path 
and witness a very 
cool scene. Return to 
Floor B4 and the Main 
Shaft where you used 
the Main Fuse. Take 
the Master Key, return 
to the elevator and 
use it in the comput¬ 
er. 


On the train, run to 
the rear (west) car. 
Pick up the Platform 
Key, save the game 
for the last time, and 
leave two slots free in 
your inventory. Return 
to Sherry and go 
through the north 
door. Run west and 
through the gate with 
the Platform Key. The 
five-minute timer 
begins. Run up and 
over the stairs to the 
east of the platform. 
Open the storage and 
take the two Plugs. 
Now run west under 
the stairs and through 
the white door. Use 
the Plugs in the 
machine and prep for 
the final battle. 


Shoot the Tyrant with 
Acid Rounds and then 
Flame Rounds until 
someone tosses you 
the Rocket Launcher. 
(You can also avoid 
him until you've given 
the Launcher, but how 
wimpy.) Stay at a 
close to medium 


ular Rounds (preserve 
what Acid Rounds 
you have left). Run 
around the comer and 
take the Submachine 
Gun (or Clip, if you 
already have the 
gun). Return to the 
hall and go through 
the southeast door. 

Kill the plants with 
Flame Rounds or the Submachine Gun and take the regu 
iar Rounds in the corner (or avoid this step altogether). 







range to keep Kim from charging. Lure him away from the 
Launcher, then pick it up, turn and fire. There are only 
two shots, so try very hard to connect with the first [24]. 
Return across the stairs and through the gate. Run across 
the ledge (now populated with zombies—kill them with 
regular Grenades) and press the button to open the tunnel 
gate. Get on board, walk east to the front of the train 
and move the lever* 

After the evil fake 
ending, equip the 
Rocket Launcher 
(you still have a 
rocket, right?] and 
go west to investi¬ 
gate* You can do it 
from here, I know 
you can! Enjoy your 
kick-ass second end- 
mg... 






Here's a walkthrough for Hunk, whose mission is pretty 
damn hard; Tofu's is the same, except that he's armed only 
with a knife (!!}, so he has to run away from anything and 
everything. Tofu has more strength than Hunk, and he can 
run no matter how damage he's taken, but it's still an 
extremely nasty guest. Finally, keep in mind you can't save 
at any point during the mission, and you won't find any 
items; it's all about dodging, shooting and making it to the 
friggin' roof. Here we go... 

Climb up to the stairs and go through the southwest door 
into the next room. 

Shoot the female zom¬ 
bie and the zombie on 
the center bridge with 
the Hand Gun. Run to 
the southwest door, 
lure the zombies 
toward you, and run 
around them, through 
the door into the next 
room. Run along the 
left wall and past the 
first zombie. Walk 
close to the zombie 
near the south stairs 
and wait for him to 
turn at you, then run 
around his back and 
climb down the stairs 
to the next area. Run 
through here, avoid* 
ing the spiders, and 
climb the ladder. Hold 
the SQUARE button 
and UP on the D-pad 
to run as soon as you 
appear in the Kennel. 

Run forward along 
the corridor, turn left 
and go through the 
door into the next 
area. 

Shoot both crawling 
zombies with the 
Shotgun, then run 
past them and two 
other standing zom¬ 
bies. Go through the 
east door into the 
Parking Garage. Run 
forward and turn left 
just a bit to avoid the 
first two leaping 
mutts, then continue 
running forward and 
through the east door 
to the next area. Run 
down the hall, avoid¬ 
ing the crows, to the 
north stairs. A zigzag 
pattern seems to keep 
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of the hall, run past 
him and go through 
the east door. In the 
Library, go through 
the east door to Main 
Hall 2F. Use the Hand 
Gun to shoot the two 
plants and go through 
the southeast door. 
Quickly run forward, 
stop and aim up to 
blast three zombies' 
heads with the 
Shotgun, Run forward 
and left or right 
around the headless 
body and shoot the 
zombie or run around 
him. Go through the 
door into the next 
room. Immediately 
aim and shoot up, 
then turn right and 
shoot up again. Run 
through the south 
door to the final room. 
Run to the first hall 
and blast the Tyrant 
with everything 
you've got. If you 
have enough 
strength, absorb his 
blow and run past 
him when he goes 
into the overhead 
chop. Go through the 
north door to finish 
the scenario. 


Use the pillar to wait for the spiders to attack, then run 
around the other side 
and dodge the two 
spiders as you go 
through the southwest 
door into the next 
area. Run along the 
south wall to avoid 
the first Licker as it 
drops off the ceiling, 
then swerve to the 
other wall and back 
out around the outside of the corner to dodge a second 
Licker. Finally, return to the inside wall and run through the 
north door into the next area. Wait for the first plant to 
come around the cor¬ 
ner and shoot it with 
the Hand Gun, then 
run forward, turn and 
kill the second plant. 

Go through the east 
door into the next 
area. 


Turn right and run to 
the end of the hall, 
then turn around and 
shoot the two super¬ 
strong plants with the 
Magnum. Climb the 
stairs to the next area. 
Run into the corner 
and wait for the 
Tyrant to come 
around the wall, then 
run wide around him 
and go through the 
east door to the next 
area. Dodge the 
crawling zombies, 
then walk through the 
"sleeping" zombies 
and sprint over the 
legs of the last zom¬ 
bie to the southeast 
door. You can also kill 
any zombies in your 
way with the Hand 
Gun. Go through the 
southeast door to the 
next area. 


Turn to face the east 
hallway and wait for 
the Licker to get close, 
then walk behind it 
and to the east hall¬ 
way. When the sec¬ 
ond Licker comes out 


them off your back. 
Climb the stairs to the 
next area. Turn right 
and use the Hand 
Gun to shoot the three 
dogs. Go through the 
south door to the next 
area. 


Run forward and 
through the doorway 
into the main office. Wait for the zombies to get close, then 
run through them and around the desks, Go through the 
west door into the next area, equipping the Shotgun before 
you go through. Atm 
up and blast Hie first 
zombie's head off, 
then turn right and 
blast two more. Run 
north and lure the 
other zombies into fol¬ 
lowing, then dash 
around them and go 
through the southwest 
door to the next 
room. Take a deep breath and go through the southwest 
door to the next area. 
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Nope, it’s not another installment 
of Taito’s Puzzle Bobble, this is 
something altogether different. Enix 
has hopped onto the Parappa band¬ 
wagon with their own Simon-esque 
game of musical button bashing 
but, instead, of rapping, you’re danc¬ 
ing, baby! Bust A Move lets you pick 
from one of the eight normal or 
four hidden characters and dance 
your way to victory. You can choose 
from characters like the Saturday 
Night Fever refugee Hiro, break- 
dancing Heat, go-go girl Pinky, tech¬ 
no head Gas-o or, our favorite, the 
high-energy Shorty, who’s got our 
vote for best moves in the game. 
After choosing your dancer, boogie 
your way through IS rounds, get- 
tin’ down against the other char¬ 
acters. The object is to pull off 
moves in time to the beat of awe¬ 
some Japanese pop, disco, rap and 
techno tracks. Break out the right 
moves and you can steal the spot¬ 
light away from the other dancer 
for big combos, and you can also 
fire off a blast that stuns the other 
player. If you loved Parappa, you’re 
guaranteed to go nuts over Bust 
A Move. 
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Ask a group of gamers to name the top 
shooters of all time, and R-Type will 
inevitably appear on each list. Whether you 
played the heck out of the two arcade games 
or the excellent SUES conversion, R-Type 
was considered to be the big daddy of action, 
setting the precedent for the quarter-suck¬ 
ing frenzy that became standard for all 
Japanese shooters. While the last home 
version of R-Type was a strange mish-mash 
of both R-Type I and II, this PSX disc is a 
perfect port of the two arcade titles. If time 
has dulled your memory of the insane dif¬ 
ficulty of R-Type, playing through this disc 
will come as a seriously rude awakening. 
Irem thankfully has given you the option 
to pump in as many credits as you want 
from the start up screen, or when you con¬ 
tinue, as opposed to the paltry few you got 
on the SUES. Don’t laugh, you’re going to 
need all of those credits before the game 
is over; you’ll probably blow through ten 
continues before you even hit the third 
stage in R-Type II. This time around, you 
can’t count on slow-down to help you out 
when the screen becomes crammed with 
enemies. R-Type flies on the PlayStation, 
without the slightest hint of pokeyness. 
After 20 minutes or so, your thumbs may 
swell up to the size of cocktail weenies from 
the intense button thumping. To alleviate 
the dreaded Video Game Thumb Syndrome, 
find yourself a cheater-cheater-pumpkin- 
eater controller and set the Turbos for fir¬ 
ing so you can concentrate on avoiding the 
flaming death zipping through the air. 
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The PS extreme Historical Ranking Chart 


EXCAVATE is the section where we dig up the last six months of our old ratings and present them on one easy-to-read page, along 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for 
those older games that you might have missed (or wish you had). 
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lip 


Resident Evil 2 

March 1998 

99% 

Gex: Enter the Gecko 

March 1998 

99% 

Crash Bandicoot 2 

December 1997 

99% 

Tomb Raider 2 

December 1997 

98% 

Resident Evil: Director’s Cut 

November 1997 

98% 

Mo to Racer 

December 1997 

98% 

One 

February 1998 

98% 

NFL GameDav 98 

October19^^^^^ 

98% 




NBA Live 98 

December 1997 

96% 

NCAA Gamebreaker 98 

January 1998 

96% 

Grand Tour Racing '98 

October 1997 

96% 

Critical Depth 

January 1998 

96% 

Croc: Legend of the Gobbos 

October 1997 

95% 

NHL Face-Off 98 

November 1997 

95% 

Treasures of the Deep 

October 1997 

94% 

MDK 

December 1997 

94% 

Colony Wars 

December 1997 

94% 

Jet Moto 2 

December 1997 

94% 

FIFA 98 

February 1998 

94% 

Bloody Roar 

March 1998 

93% 

Time Crisis 

October 1997 

93% 

Street Fighter EX+u 

November 1997 

93% 

G-Police 

November 1997 

93% 

Fighting Force 

December 1997 

92% 

Armored Core 

December 1997 

92% 

Steel Reign 

November 1997 

92% 

Nightmare Creatures 

December 1997 

92% 

NHL Breakaway 98 

November 1997 

91% 

Castlevama; Symphony of the Night 

November 1997 

90% 

Pandemonium 2 

November 1997 

90% 

FI Championship Edition 

December 1997 

90% 

Test Drive 4 

December 1997 

90% 

Broken Sword 

February 1998 

90% 

Alundra 

February 1998 

90% 

Command & Conquer: Red Alert 

February 1998 

90% 

Felony 11-79 

October 1997 

90% 


Si llw 


Final Fantasy Tactics 

January 1998 

89% 

Clock Tower 

October 1997 

88% 

NBA Fastbreak 

January 1998 

88% 

Rascal 

March 1998 

87% 

Shadow Master 

January 1998 

87% 

Cart World Series 

December 1997 

87% 

Shipwreckers 

December 1997 

87% 

Red Asphalt 

December 1997 

87% 

WCW Nitro 

February 1998 

87% 

Auto Destruct 

February 1998 

86% 


WHAT DO 

ALL TH< 


AGH: Midway Collection 2 

January 1998 

86% 

Rampage World Tour 

December 1997 

86% 

Maximum Force 

November 1997 

86% 

Marvel Super Heroes 

November 1997 

86% 

Nagano Winter Olympics ’98 

February 1998 

86% 

Skull Monkeys 

March 1998 

85% 

NHL 98 T 

November 1997 

85% 

Ghost in the Shell 

November 1997 

85% 

PGA Tour 98 

November 1997 

85% 

Nascar 98 

November 1997 

85% 

Monopoly 

February 1998 

85% 

VS. 

December 1997 

84% 

Klonoa 

March 1998 

84% 

Intelligent Gube 

January 1998 

83% 

Madden NFL 98 

October 1997 

83% 

Bushido Blade 

October 1997 

83% 

The Lost World 

November 1997 

83% 

NBA in the Zone ’98 

February 1998 

83% 

Monster Rancher 

January 1998 

82% 

Frogger 

January 1998 

82% 

Masters of Teras Kasi 

January 1998 

82% 

Cool Boarders 2 

December 1997 

82% 

NCAA Football 98 

October 1997 

82% 

Mass Destruction 

December 1997 

82% 

Newman/Haas Racing 

March 1998 

81% 

Porsche Challenge 

October 1997 

81% 

Bottom of the 9th 97 

November 1997 

81% 

Duke Nukem: Total Meltdown 

February 1998 

80% 

Tectno Stackers 

November 1997 

80% 

Abe's Oddysee 

November 1997 

80% 

Point Blank 

January 1998 

80% 


ISSUE 

RATING 

Micro Machines V3 

February 1998 

79% 

Mega Man X4 

November 1997 

78% 

Jimmy Johnson Football 

November 1997 

77% 

Tennis Arena 

December 1997 

77% 

Riven: The sequel to Myst 

March 1998 

75% 

Ray Tracers 

March 1998 

75% 

The Need for Speed: V-Rally 

December 1997 

74% 

Discworld II 

October 1997 

73% 

Courier Crisis 

December 1997 

71% 

; - WPP . , ' ) ; 


Beast Wars 

March 1998 

69% 

Golden Nugget 

November 1997 

68% 

Spawn 

January 1998 

68% 

Bug Riders 

January 1998 

67% 

Caesar s Palace 

December 1997 

64% 

Punky Skunk 

January 1998 

40% 


98-100% 

The ultimate gaming 
experience. 



90-97% 

"Must buy" games; each 
carries our editor's seal of 
approval. 





80-89% 

Good games, but lacking 
in some area; for fans of 
that style of game. 



70-79% 

Mediocre titles that 
suffer from some serious 
flaws. Rent — don't- buy. 


(ITi ! 


0-69% 

Tin games are to be avoided 
at all costs. Only die-hard 
gamers would buy these. 
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"The first Batman game worth bragging about.'' 

- PSM 

“...Batman has finally arrived in style.” 

- Ultra Game Players 


"The graphics are phenomenal, and the capes and 
environments need to be seen to be believed.” 

- Game Informer 



Play as B 0t man, Robin, or 
Batgir! " to thoiart Poison Ivy Bane 
and Mr. Freeze's schemes! 


"BRTMRN EL ROBIN looks spectacular. 

- GamePro 


"Believe us, this game is going to rock." 

- P5M Online 


Get in touch 
uuith your dark side 




Discover true non-linear 
gameplay as you fight, sleuth, 
drive, and explore at uuiil! 



UJalk douun any street and 
enter buildings in the 26 square 
mile virtual Gotham City ! 



Race Gotham's twisted mean street 
in 6 turbo-charged Bat Vehicles! 












Reversals 


Overhead grabs 


Combination moves 


v" 


You figure it out ! 
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